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HOW TO RUN THIS ADVENTURE 


Thought your characicrs would ncvcr scitlc 
down? Thal ihey would ncvcr leam lo appre- 
ciatc chc finer things of lifc? Wiih Earth- 
shaker!, you can remind them of all ihc 
plcasurcs offered by civilization. This 
m odu le can bc played by 4*6 charactcrs of 
18ih to20lh le vels. It is designed for use with 
ihc D&D® Companion Sei. 

If your PCs have ihcir own dominion(s), 
all ihc events dcscribcd here can lake placc on 
iheir lands. This is ihc casicst way to splicc 
ihc adventure into your high-lcvcl campaign. 

The sun rises on a new dawn, bul a shadow 
hangs over ihc land. Earthshaker. inighticst 
mcchanical wonder of ages påse, towers 
above the tast le. Its iron grasp holds ihc 
power for greal g<x>d or incalcuable evil. Who 
will gain Control of ihc monsirous machinc, 
Earihshaker? 

How to Use This Module 

Earthshaker! is divided inio sevcral major 
scciions, starting with “Springtime in Vyol- 
stagrad” and ending al “The Fatc of Earth- 
shaker." These scciions contain cncountcrs, 
dcscripiions, playing aids, and advcnlurc. 
You should plan on spending more ihan onc 
playing session on ihis advcnlurc, bul don'l 
worry aboul finishing a sei number of scc¬ 
iions per evening. 

Before playing any scction of Earth¬ 
shaker!, read ihc module ihoroughly, making 
notes wherc ncccssary. If you don’t have lime 
to read the emire booklct. al lcasi read ihc 
scciions you plan lo play in the ncxt session. 

The action in this advcnlurc centers 
around a giant automaton called ihc Earih¬ 
shaker. Since ihis machinc is mobile, ihc 
cvcnls of ihis adventure can lake placc any- 
where in your campaign wherc all your 
player charactcrs can meet. 

The Setting 

While Earthshaker has no particular set- 
ling, il is assumed in the tcxi that charactcrs 
arc adventuring in ihc land of Norwold. The 
sample dominion dcscribcd in ihis advcnlurc 
is somcwherc ncar ihe Wyrmstccth Range. 

Norworld is part of the world ihai appears 
in ihc D&D® Companion Set (Book Onc, 
page 32) and is dcscribcd in CM 1, Test of the 
Warlords. Norwold is ihc northcrnmosi 
shaded area on ihc Companion Set map. Il is 
a region ihat is slowly being scttlcd; all types 
of lands, from wildemess lo the beginnings of 
civilization, can be found ihere. 

If you do nol have Test of the Warlords, 
you can slill play ihis advcnlurc. Simply sei 
ihe story againsi a land in your world or use 
ihc Dominion of Vyolstagrad. 


The Player Charactcrs 

Al ihe ccnlcr of ihis module is a list of pre- 
rollcd charactcrs. If your players* charactcrs 
are not of high enough level, or ihc players 
don’t want lo lise iheir normal charactcrs, let 
them usc the PCs provided. 

The pre-rolied PCs are designed espccially 
for this advcnlurc. They arc nol enlircly scri- 
ous charactcrs (as ihis is nol an enlircly scri- 

ous adventure). Each has some feature or 
charactcristic that rnakes him noticeably less 
than perfeet. However, their abilitics are not 
hampered by ihis. If your players use these 
‘odd’ charactcrs, with all their quirks and 
imperfeetions, the advcnlurc will bc lighter 
and more humorous. However, do not force 
players to usc these charactcrs. 

If your players don't want to usc the pre- 
rollrd charactcrs, let them usc charactcrs of 
their own or high-level charactcrs provided 
with other Companion rnodulcs. If your 
players arc currently using charactcrs from a 
previous module, let them continuc using 
those characicrs. If onc of the PCs rules a 

dominion, let this advcnlurc occur in that 
PC’s dominion. 

The Dominion 

An imporfanf part of the story of Earth¬ 
shaker! is the dominion that serves as its set- 
ting. Mighty events can take placc in this 
adventure—castlcs arc razed, swainps 
drained, lakes forined, villages c ru s hed, even 
ihc coursc of rivers changcd! If the player 
charactcrs truly carc aboul ihc dominion and 
what happens to it (espccially if they have a 
financial interest at stake), the drama and 
tension of the adventure will be that rnuch 
greater. If it is their castle thai could gel 
erushed flat, the player charactcrs will bc 
rnuch more likely to worry aboul it! 

If possible, usc the dominion of a player 
character. Do not bc afraid to wreak a linie 
dcstruction and havoc on his lands. Hc will 
survivc and rebuild. In faet, hc probably will 
nced to do some cxciting adventuring to raisc 
the cash hc nceds to repair the damages done 
by Earthshaker! 

If you arc using the charactcrs designed for 
ihis module, read the following io Alphonso 
(and ihc oihcr players): 


Il was only one week ago when your lord. 
Duke Nevik, called you lo his side. “Ah, 
Alphonso! My most failhful knight and 
companion, i have news for you. King 
Ericall has summoned inc lo appear al his 


court to oversce the preparations for the 
erusade! Hc is set upon leading our great 
knights in an expedilion against the hea- 
thens of the wild country. This is scrious 
business and ihc king has placcd his per¬ 
sonal scal on the wril of sumrnons. I can- 
noi refuse lo attend. So. Alphonso. I call 
upon you, my most trusted adviser, to act 
as Scncschal. You must attend to the 
dutics of the dominion umil I return. You 
are the onc who will keep my interests 
close to his heart. 

“Mind the peasants and sec that they 
plani the manor Helds first, and see that a 
new grindsionc isordcrcd for the mill. Do 
not let Rurynva grow soft on his discipline 
of the Guard. Be sure that the Warden of 
the North Hilis keeps the shepherds from 
the lowcr pasfures. Finally, Baron Sov- 
anya has been grumbling loudly aboul his 
taxes again. His payments arc duc in a 
rnonth and my spies report he has been 
dropping serfs from his census rolis so hc 
can pay less. If I am not back in three 
weeks, make a grand tour of his lands and 
take the reeves with you. If hc pays short, 

placc 100 lanccs across the ford to remind 
him who his lord is. 

“Remember, Alphonso, I place my 
faith with you. Never lightly break your 
oath to mc. I will return.’’ 

With thai interview, Duke Nevik 
placcd his command with you. All who 
serve him were in si ru c led lo heed your 
voicc as the voicc of their lord. Since then 
a week has passed. It has been very quict 
and pleasant in the time you have looked 
after your lord’s affairs—ihankfully so, 
for the Duke is kind and generous, but 
also hard and cxacting on fhose who fail 
him. 


Give the player the map of Duke Nevik’s 
dominion (on page 13) and let him study it, 
answering any questions aboul the land. 
(Don’t Irt the players look at ihe back of ihe 
map.) When ihe player fcels familiar with 
ihe lay of ihe dominion, begin ihe adventure. 

A Matter of Size 

An important ihing to undersland before 
you begin playing ihis advemurc is just how 
big ihe Earlhcrshakcr is. It helps ihc adven¬ 
ture if your players arc constantly aware of 
the sheer size of the problem t hat Earthshaker 
presents to their dominion. 

Earthshaker stands 1,280 feet tall. Below 
arc some comparisons you can usc to show 
what ihis mcans lo ihe player characicrs. 
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HOW TO RUN THIS ADVENTURE 


1. Imaginc the lcngth of a football Held. Now 
imaginc four football Helds stacktd end to 
end on top of cach other. Earthshaker is 
still taller than this. 

2. Earthshaker stands taller than the highest 
dam in the modem world. 

3. Earthshaker is taller than the Empire 
State Budding (102 stories tall) or the Eif- 
fel Tower. 

4. If you have a 25mm metal miniature, set 
it on the floor. Now, take a tape measure 

or yardstick and measurc off 17 # 6". (This 
may take two rooms, or you might have to 
do it outside.) Placc another metal minia¬ 
ture at the end of this line. The spacc 
between the two miniatures is the size of 
Earthshaker in 25mm scale (the same size 
as the figurc). If your players still have 
troublc visualizing this, point out that in 
25mm scale, Earthshaker's head would 
comc up to about the sccond-story win- 
dow of a normal housc. 

Furthermorc, most everything inside 
Earthshaker is gigantic and oversize. Usc 
vivid descriptions to convcy this—all pistons 

arc huge, gears massive, cables as thick as 
arms, etc. Only thosc things that arc used by 
characters (ladders, stairs, etc.) arc not on 
this gigantic scale. 

Usc these cxamplcs (and any others that 
you may discover) to give your players a true 
understanding of the size of Earthshaker. 
Oncc they arc awarc of how big it is, they will 
treat the automaton with a great deal more 
rcspect. They will quickly realize that Earth¬ 
shaker, if maliciously used, could flatten any 
building in the dominion, even the largest 
stronghold. 

The Maps 

Bccausc the adventure takes placc inside of 
Earthshaker, therc are many maps for the 
critical areas of the machine. These maps are 
located on the inside of the module cover and 
on the central pull-out pages. However, 
mueh of Earthshaker is empty spacc fillcd 
only with catwalks, elevators, ropes, ladders, 
pipes, and girders. Instcad of giving maps for 
every inch of Earthshaker, two gcomorphic 
maps of the empty areas have been included. 
Whenever the characters have an encounter 
in an unmappcd arca, you can usc cithcr of 
these geomorphs. None of the geomorphs arc 
marked with north and south, so you can 
choosc which side of the geomorph will bc 
north, etc. Furthermorc, if the characters 
find the catwalk they are on leads off to empty 
spacc, don’t worry. The interior layout of 
Earthshaker does not always need to make 
sense to the players. It is, after all, a great 


wonder. 

If the player characters return to an arca 
where a spccific geomorph had been used, do 
not worry about trying to usc the same 
geomorph in the same position. If the players 
complain, explain that the characters were 
mistaken—that they arrived on a level 10* 
below the onc they were on or 30’ to the side. 

Operating Earthshaker 

Earthshaker is a gigantic, fantasy machine. 
As a machine, many workers arc rcquircd to 
fuel, ovcrscc, and maintain it. These workers 
are a elan of gnomes who permanently live 
inside. Earthshaker is their elan stronghold, 
so all the normal accoutermcnts of the elan 
arc found herc, including their Rclic. 

The Clanmaster and the Keeper of the 
Rclic sharc the responsibility of managing 
Earthshaker. The Clanmaster, Krazmos, 
handles the day to-day operations of Earth¬ 
shaker and the elan. He scttlcs disputes 
within the elan, grants leave, provides fuel 
and water for Earthshaker, and handles all 
dcalings with the circus owner, Milos For- 

miesias. The Keeper of the Rclic, Gryzix, is 
rcsponsible for his normal dutics of the reli- 
gious lifc of the elan. In addition, he super¬ 
vises the training of the workers for the 
various machincs that power Earthshaker. 
This knowledgr is gran fed fo him by his god 
(and the Rclic) as it is nccdcd. Thus, 
although he trains the others, Gryzix really 
docsn’t know how to operatc Earthshaker 
himsclf. Krazmos, Gryzix, and Milos are 
dcscribed on the NPCs page. 

The gnomes arc kcenly awarc of the awe- 
some power of Earthshaker and of their 
importance as its operators. This has made 
them intensely sccrctivc about how the 
machine works. Childrcn arc cxpcctcd to 
assumc their father’s post when he dies. The 


father is expccted to train his children before 
he dies. Each gnome knows how to operate 
only a small portion of the machine. Should a 
father die before he can pass on his knowl- 
edge, Gryzix (through his god) completcs the 

training. 

The gnomes also know that cach piccc of 
machinery and cach workcr’s job is vital to 
the overall operation of Earthshaker. They 

will not willingly kill another gnome or 
destroy any item of machinery onboard, 
sincc this could bring Earthshaker to a halt. 
The machinery onboard is quitc ancicnt and 
many of the skilis needed to repair or build it 
arc now lost. For the purposcs of the adven¬ 
ture, oncc an item is damaged, it is unusable 
for the rest of the adventure. 

Sincc tours of Earthshaker arc sold as a 
moncy-making attraction, the gnomes have 
all been instructcd to bc plcasant and helpful 
at all times. However, to keep a detennined 
foc from learning how to operatc the auloma- 
ton by patiently and carcfully questioning 
each gnome during casual visits, the Keeper 
has devised a jargon thai can bc used when 
answcnng any questions about the machine. 
Whenever a player character asks a gnome 
what he is doing or how something works, use 
the jargon lists to crcate a reply. For cach 
blank spacc in the scntcnces below, choosc a 
word from the appropriate list. 

1. “Well, this (List /) connccts to the (Lisf 
/), by which I (List 2) the (List 3 ) before it 
gcts to the (List /)." 

2. “I (List 2) this (List 1) so that when wc 
(List 4) the (List 1) will stay within proper 
limits.” 

3. “Each time he (List 2) the (List /), I (List 
2) the (List I) so that the (List 1) will (List 
2) the (List 3) when wc (List 4)” 


List 1 

List 2 

List 3 

List 4 

valvc 

rcgulate 

water pressure 

bend 

pressure feed 

watch 

stcam pressurc 

take a step 

furnacc 

open 

temperature 

rcach 

piston 

closc 

gear ratios 

stop 

coolant line 

balance 

torquc speed 

twist 

govemor 

cut-in 

coolant 

speak 

gearbox 

override 

forward impetus 

move a finger 

cable 

haul up 

energy constant 

kneel 

(ake-up drum 

shut off 

airflow 

nod 

safety valve 

adjust 

kinetic thrust 

run 

intake fan 

incrcasc 

internal tension 

raisc an arm 

bcllows 

pump 

density 


pump 

prime 



piston 

lower 




blccdcr 
drain port 
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HOW TO RUN THIS ADVENTURE 


Damaging Earthshaker 

Oncc ihc action begins in The Flanh- 
shalccr, the character* will undoubtably try to 
stop ihc mcchanical monster by damaging 
the internat machincry. In some cases, the 
result is specified in the Key. In many places, 
however, the result is not specified. Usc the 
following rules to handle these situations. 

Using weapons and spclls against the outer 
huli, decks, and various girders of 
Earthershaker is not particularly significant. 
Earthshaker automatically makes its saving 
throw against any attack where a saving 
throw is allowed. In addition, even on attacks 
that have no saving throw, Earthshaker has a 
saving throw value of 8. These attacks cause 
only half their normal damage or, in the case 
of all-or-nothing spclls, no damage. Thcrc- 
fore, considcr the results as having no or very 
limited effeet 

Even on things that can bc damaged, 
weapons and spclls may have less than the 
desired cfTcct. All machincs on Earthshaker 
arc made to withstand great heat and pres- 
sure, so firc-based spells have no effeet. Dis- 
integrate spclls can only destroy a limited 
arca(10' * 10' * 5'). Likewise, weapons 
of ♦ 2 or less will not accomplish anything 
against the machincry and will only gct duli 
from being bashed around. 

If a character uses a sprll, weapon, bare 
hånds, or whatever to successfully damage 
Earthshaker, consult the Earthshaker Dam- 
age Table to find the result. 


EARTHSHAKER BREAKDOWN 
TABLE 

Damage Effeet 

Pli. 


1-30 No breakdown. 

31 -50 One arm no longer works. 

51-70 Neithcr arm works. 

71-90 Earthshaker cannot bend over. 

91-99 Thcrc is a 20% chance each 
tum that result A from 
The Earthshaker Damage Table 
will occur, cxccpt that Earthshaker 
does not acquire any additional 
damage points. 

100 Earthshaker is immobilized. 


EARTHSHAKER DAMAGE TABLE 

Machinery Type 

Dicc 

Roli 

Non- 

cssential 

Typical 

C ri tical 

01-10 

_ 

_ 

_ 

11-20 

— 

— 

— 

21-30 

— 

— 

A 

31-40 

— 

— 

A 

41-50 

— 

A 

B 

51 60 

— 

A 

B 

61-70 

— 

B 

C 

71-80 

— 

B 

D 

81-90 

A 

B 

D 

91-00 

E 

E 

E 


— The action has no effeet on the opera¬ 
tion of Earthshaker. 

A There arc sparks, steam, an explosion 
(or whatever is appropriate) and all 
within 10 fcet suffer 3-30 points of 
damage (save vs. Breath for half dam- 
age). Earthshaker takes 1 damagc 
point. 

B All the cfTects of A apply, except that 
the item damaged is badly broken and 
Earthshaker takes 5 damage points. 

C Thcrc is a massive explosion of 
steam, fire, and flying metal. All 
within 30 feet suffer 5-50 points of 
damage (save vs. Breath for half dam¬ 
agc) and Earthshaker suffers 10 dam¬ 
age points. 

D All the effeets of B take place. In addi¬ 
tion, the damagc may have causcd a 
chain reaction. Roli once more on ihe 
same column and apply the result. 

E All the effeets of C take place. In addi¬ 
tion, a serious chain reaction may 
occur. Roil oncc on ihc ncxt highest 
column and apply the result. 

NONESSENTIAL machinery includes 

random pipes, gears, cablcs, and whatever 
elsc you drsire or can think of. 

TYPICAL machinery includes gear 
boxes, cablc drurns, valves, governors, and 
the likc. 

CRITICAL machinery includes control 
panels, banks of valves or levers, or other 
items that you decide are important to the 
operation of Earthshaker. 

As the PCs damage Earthshaker, it will 
start to suffer damage points. You should 
keep track of the total damagc points Earth¬ 
shaker has taken and comparc them to the 
Earthshaker Breakdown lable to find the 
overall effeet. 
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SPRINGTIME IN VYOLSTAGRAD 


It’s springtitnr in Vyolstagrad! Indccd, it 
is a glorious spring moming. The sun 
shincs brightly through the Windows of 
the audience chamber. Starlings and mar- 
tins land at the Windows and flutter away 
again. Across the town, smoke drifts 
lazily. Peasants clambcr on their roofs, 
tying down new bundles of thafch and 
repairing stork ncsts in anticipation of the 
hirds’ arrival. Mat rons shoo gccsc out of 
the garden plots while the men yoke the 
oxen for work in the Helds. Only in the 
shadowed glades do the patches of snow 
linger, crocuses and lily-of-thc-vallcy 
pushing up through the icy erust. All 
seems good and well in Vyolstagrad. 

Unfortunately, you cannot join in this 
relaxing pastoral scene for you have the 
business of Vyolstagrad toattend to. This 
morning is devoted to audicnces. First the 
patriarch of the town has rcquested audi- 
encc. Then therc is a matter of murdcr the 
chicf magistratc has referred to you. 
I-astly, a traveler has petitioned the court 
for special audience concerning a matter 
fora special (rade charicr. These tasks ccr* 
tainly will occupy your entire morning. 


Let the PC seneschal decide who will be 
present at the audicnces and who will nol. 
Obviously, he must attend and any other PCs 
who wish can rernain. since none of the dis- 
cussions are of a secretive nature. If player 
characters do not want to attend, thry can 
spend the tiine in the town. attending to 
minor affairs of their own. After these deci¬ 
sions have been made, the hcrald announccs 
the first audience. 

The Palriarch's Audience 


The doors of the audience chamber swing 
open and the hcrald, standing in the cen¬ 
ter of the doorway, calls loudlv for all to 
hrar "His Eminence Alexis Vatutin, 
patriarch of Vyolstagrad of the kingdom 
of Norwold!” Tu min g, hr bows in the 
direction of the procession coming 
through the doors. 

Lcading this group is a whitc-robed 
cleric, bearing the staff-mounted holy 
symbol of the patriarch. Behind him is 
Alexis Vatutin, the patriarch, dressed in 
his white and gold robes, his thick black 
board rcaching to his stomach. Reside hirn 
is a young acolyte, bearing parchment, 
ink, and a quill. 

The group stops before the dais and the 


patriarch makes a slight bow and extends 
his hånd. 


The patriarch cxpccts some type of rccog- 
nition of his high position from the player 
character. You should decide what is appro- 
priatc, but nothing as slight as a handshake 
will do. If the character fails to make the 
rcquircd gesture (or sornething similar to it), 
the patriarch will be put out and offended for 

the rest of the convcrsation. 

The patriarch has comc lo announcc two 
things. The first is that he has been callcd to 
his religion’s main lempie to take part in the 
annual spring cercmonies. These dutics will 
keep him out of Vyolstagrad for several 
wreks, but during that time the lower clerics 
will tend to the nccds of the dominion. Of 
course, he will be in occasional contact and 
will rcccivc complctc reports of what has hap- 
pened. 

Secondly, hr has comc to remind the court 
thai it is springtime and it is customary for 
the duke to arrange a planting holiday for the 
peasants. He points out that the last winter 
was particularly harsh and the harvest poor 
before that. Already the holiday is overdue 
and the peasants arc beginning to grumble. 
He ccrtainly cannot look after their spiritual 
wclfarc if their lord will not attend to their 
temporal needs. 

Always in the past the duke has held gener¬ 
ous holidays. arranging for entertainments. 
frast.s, and generous alms-giving. Should the 
holiday this ycar be any less, the patriarch 
warns, the peoplc will begin to losc faith and 
love for the lord. With the evil forces of the 
inountains not too distant, this couid errate 
serious trouble. He strongly suggests that the 
holiday be held soon, within the ncxt fcw 
weeks. 

If the players check the information thai 
accompanics the dominion map, they will 
find that the hard winter has also scriously 
depleted the Hnancial rcsourccs of the domin¬ 
ion. However, the patriarch's warning about 
the need for a splendid holiday is serious. If 
asked, the dukc’s advisen coneur with the 
patriarch to impress the gravity of the situa¬ 
tion on the player characters. Should the 
player characters refuse to hold the holiday, 
the Dominion Confidencc level drops 20 
points within a week. 

The Chief Magistratc’* 

Audience 


The door swings open and the patriarch 
raises his hånd to invoke a bcnediction. 


“May Vyolstagrad grow and prosper 
under the guidancc of your hånd in the 
absence of ils sovercign lord, and may you 
always rcccivc the blessing of he who is 
supreme above all things.” The onlookers 
inake the response and with these words 
the palriarch’s entourage tums and leaves 
the audience hall. 

As the group files out of the hall, the 
hrrald steps forward again. “The Honor- 
able Baron Aethelwulf, son of Ealhmund, 
chief magistratc of Vyolstagrad!” With 
this he steps aside and the chicf magis¬ 
tratc, dressed in black, fur-trimmed 
robes, enters the chamber. Corning to the 
fool of the dais. he kneels. bowing his head 
before you. 


Baron Aethelwulf will not begin his audi¬ 
cncc umil ordered by the PC seneschal to rise 
and speak. It is expcctcd that this command 
will comc quickly. Should the PC force 
Aethelwulf to kneel very long, the chicf mag¬ 
istratc takes it as a dclibcratc slight, putting 
him in a bad mood for the rest of the audi¬ 
cncc. 

The chief magistratc has comc to present a 
case of murdcr to the PC, since the nature of 
the case is such that he cannot render a judg- 
ment himself. As final arbitrator ofjusticc in 
the dominion, the PC must make the disposi¬ 
tion on the case. 

As the chief magistratc explains it. the facts 
of the case arc this: 

One week ago, a knight of Stamtral (or a 
ncighboring dominion from your campaign) 
was in the lands of Vyolstagrad. Although 
Vyolstagrad now holds an uneasy peace with 
Stamtral. relations in the past have not 
always been good. Indccd, in previous ycars, 
this same knight led several raids against the 
horders of Vyolstagrad. This knight, 
Heimgarlson by nainc, was noted for his sav¬ 
age ry and prowess. 

During his travel through the dominion, 
the knight had cause to stop for the night in 
the villagc of Strvna. Their he was set upon 
by Ruva Kolchitsky, a burgomeister of the 
villagc, and slain. Although this Kolchitsky 

attempted to flcc to the wildlands after the 
deed, the sheriffs were swift in the cxccution 
of their duty and capturetl hirn. 

That Kolchitsky had done the deed therc is 
no doubt, as many of the villagcrs were wit- 
nesses. Under threat of torture. Kolchitsky 
rcadily confesscd to the crimc. In his defense, 
however, Kolchitsky offered evidente that 
Heimgarlson had been rcsponsible for the 
dcaih of Kolchitsky's parents, wifc, and chil- 
dren during onr of his previous raids. These 
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SPRINGTIME IN VYOLSTAGRAD 



statemcnts wcrc proved inithful by ihc local 
clergy and Hcimgarlson's own dcad lips con* 
firmcd Ihem. 

Normally, ihc question of punishment 
would nol be in doubt— C hr murderer would 
lie cxecutcd. H o wc ver, che burgomeister is a 
popular, rcspectcd, and influential man in his 
villagc and ihose who heard the case, particu- 
larly ihc villagers of Siryna, wcrc moved by 
his defense. The duke of Slam!ral, however, 
is demanding ihal the killer be turned over to 
him 

IfKolchitsky isallowcd togofree, relations 
with Stamtral will be further strå i ned, and 
ihcy arc alrcady nol good. If Kolchilsky is 
given loiht’duke of Stamtral for punishmcnl, 
therc is a c hance the village of Stryna and the 
surrounding districts will revolt. Even if this 
revolt is quickly cnished, the love of the 
dominion for its niler will be greatly reduced. 
Eilher way, ihc situation could lead to scrious 
conscquences 

If ihecharacter consulls with any advisers, 
they tell him that the duke of Stamtral can 
raise a large enough force tn present a serious 
threat to the dominion. The outeome of any 
war with Stamtral would lx* unc ertain The 
duke of Stamtral is sending ambassadørs to 
hear the PC’s decision. They will arrivc in 
five to ten days. The PCs can delay their deri- 


Concluding his presentation of the case, 
the chief magist rate bows to you and 
leaves the chamber. As he leaves the 
chamber, the herald steps forward once 
more. 

"Prcscnting Magister Formicsias of 
Thyatis, son of Marc os the Trembler, spe¬ 
cial procurer for their Royal Highnesscs, 
the Frinces of Glantri, ambassador-at- 
largc, Imprcsario-of-sclcct-wonders," he 
loudly announces. Kntering the audience 
hall bchind him is a short, portly man, 
dressed like a poppinjav. Hc wears a short 
riding cloak. brilliant red and trimmed 
with white furs His cmcrald-grcen dou¬ 
ble! is pulied and slashed with orange rib- 
bons and toppet! with a high, lacc ruff. 
Ycllow and blue cross-gartcrcd hose cover 
his legs and lead toleather, oversizeboots. 
Under one arm is tueked a broad- 
brirnmed hat, its gold and white plumes 
trailing to the floor. Under his other arm 
arc three gold-capped scroll cases. 

Striding to the dais. he makes a sweep- 
ing bow to you and the others. his stringy 


white hair falling over hiseyes. Stnnding, 
he puffs his checks from this sudden exer- 
tinn and wigglcs his broad, black, oiled 
rnusiachc. Da ri ing his bright eyes about 
the court, he awaits leave lo speak. 


Milos Formicsias is the owncr of the Trav- 
eling Fxhibition ofWonders, ofwhich Karth- 
shaker is a part. Hc has tome to seek a 
temporary charter allowing him lo scl up his 
tents and open his cxhibition to ihc pcoplc ol 
Vyolsiagrad. 

Milos dcscribcs his cxhibition in glowing 
terms but gives only mysterious hints about 
his prime cxhibit, Earihshaker. Examinc (he 
list ofcxhibilson the pullout handbill locon- 
cocl your own deseription for the players. 
Sincc you arc playing Milos, be sure to 
phrase everything in llowery and marvellous 
dcscriptions. Do not lie about the cxhibits 
bul, like Milo, don't be afraid to siretch the 
truth. 

If the PCs have not rcali/.cd by this point 
that Milos's cxhibition solves a major prob¬ 
lem (entertainment) for the ducal holiday, 
you may have lo prod them a little. The vari- 
ous advisers can bring this point to ihc PC'.s' 
attention. Ultimatclv, the player charnctcrs 
dunild wanl Milos’s cxhibition to arrivc. 


sion until then. 

THE TRAVELERS AUDIENCE 
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SPRINGTIME IN VYOLSTAGRAD 


Whcn ncgotiating, Milos makcs ihc fol- 
lowing points. 

He needs se ve ral acres of land for his show. 

Hc suggests chat hc could set up on the shorc 
of Marsh Lakc outside the town of Vyolsta- 
grad, sincc there is a rocky outeropping therc 
that is ncccssary for the protcction of onc of 

his cxhibits. 

He must, in order to survi ve. charge an 
admission to various cxhibits. If he is not 
allowed to charge admission, hc must sccurc 
a retaining fce from the court (his starting 
price is 10,000 gp). 

I f ncccssary to scal the contract, hc offers to 
turn over 10% of all profits to the local clcrgy. 
as a tithe. (This will immediately sccurc his 
favor with the chaplain of the court.) 

Hr rcquests permission to perform onc 
major landscaping projeel for the duke. Hc 
suggests draining the swamp, but it could 
equally be rc-routing a river, clearing a for¬ 
est. etc. If hc can gel moncy for this task. hc 
will. 

If the PCs agree to these terms (or anything 
similar), Milos pops open a scroll case and 
produces the contract. This is a long roll of 
parchmcnt covered with crabbed writing. Hc 
asks for the seneschal’s signaturc on this, 
explaining it is his standard contract to 
ensurc the safety of both parties. If the char- 
actcrs insist on rcading it, give them the pull- 
out contract from the renter of this hooklet 

Oncc Milos has concludcd his business, he 
leaves the court with the same puffery and 
pomp that marked his arrival. At the door, hc 
turns, bows oncc more, and savs, “My Lord, 
you shall nol regret the wonders that I bring 
for your amusement and cdtication! The 
namc of Formiesias as showman extraordi- 
nairc is reknowned throughout the world! In 
four days Magister Formiesias' Traveling 
Exhibilion of Wonders will be open to do 
business in Vyolstagrad! ” With these words 
he leaves. 

Waiting outside for Milos is his wagon. 
Rolling up tarps thal cover the sides, hc 
reveals signs that State: 


TMVELM6 EXUBIT1III IF WIMEIS! 


Man-Eating Monsters subdued 
by the fairest Maidens of the Land! 

Fantastical Wonders from the 
far Corners of the World! 

Creatures from the Edge 
of the Foul Pit! 

Awesome Displays of 
Might and Power! 

Come see Thrills and 
Wonders unheard of! 




As a huge black man drives the wagon 
through Vyolstagrad, Milos stands on the 
scat, shouting for attention and tossing hand- 
fuls of leaflets to the crowds gathering in the 
streets. There is a copy of this lcaflet on the 
pullout sheet. Oncc hc has lefl town. hc con- 
tinues shouting his announccmcnts as long as 
anyone is in sight. until hc finally crosscs the 
border lo the cast. 
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THE COMING OF EARTHSHAKER 


Three days have passed sincc Milos For- 
miesias had his audicncc wiih you. In 
anticipation of his arrival, you have 
announeed a ducal holiday. Wandcring 
minstrcls, possibly hearing of the holiday, 
have been arriving. Many have been 
exiolling the virtues of the Traveling Exhi- 
bition of Wonders. Leaflets announcing 
the impending arrival of the Traveling 
Kxhibition of Wonders have croppcd up 
evcrywhere, almost, it scems, from thin 
air. The pcasants, caught up in the 
incrcasing cxcitcmcnt, arc busily prepar- 
ing their besf foods and clothes for the 
coming revel. 

It is the night of the third day and the 
fair is to open tomorrow, yet there has 
been no sign of Milos or his exhibition. 

No tents have been set up in the land 
assigned. There has been no sign of 
Milos. If his circus does not appear on 
time tomorrow, you arc going to have a 
problem. But now, it is very late and dark 
and there is nothing you can do until 
moming. 

Thump! Thump! Thump! You spring 
awake, eyes wide open, sitting upright in 
bed. The panels of your door quiver from 
heavy pounding on the other side. “ Arise, 
my lord! We arc doomed! Oh, come 
quickly. disaster and death are upon us!" 
The voicc of the speaker is fillcd wiih 


pante! Striking a lighi in the darkened 
room, you stuinble to the door. What hor¬ 
rible fate has struck your dominion in the 

dead of the night? Casting the door open. 
you duck as the chamberlain swings a 
heavy spear butt for another thump on the 
door. 

4, My lord, have you sccn it? What does 
it mean? What have we done that the gods 
should bring this fate onto us?’* The 
chamberlain, panting in panic and his 
eyes bulging in fear, rushes into the room 
and pulis you to a window. What can you 
possibly see in the middle of the night? 
But wait, looking to the north and south. 
you see sunshinc! There, dead ahead, 
standing in the field you authorized for 
the fair is a giant! More than a giant, it is a 

colossus! Towering above the castle is an 
awesome metal man! It’s broad shoulders 
blot out the rising sun, casting a shadow of 
darkness over Vyolstagrad. 

As you watch it, it makes no movement 

nor does it show any signs of life. But at its 
feet you see brighfly rolored tents and 
scurrying movement. Could this possibly 
bc Magister Formiesias’ Traveling Exhi¬ 
bition of Wonders? 


The scene that grccts the charactcrs is 
Earthshaker and the Traveling Exhibition of 
Wonders. Just at dawn, with the ‘small’ 
magics that hc possesses, Milos has caused 


his exhibition to appear. 

The panic Earthshakcr’s appearance has 
caused in the castle is nothing compared to 
what is happening in the town of Vyolsta¬ 
grad. Merchants and pcasants arc busily 
loading their possessions for a hasty depar- 
turc from the town. The streets arc jammed 
with laden ox-carts, bcwildcrcd guardsmen, 
and religious fanatics convinccd that the end 
has come. At the main gate, trying to force 
his way into town, is Milos Formeisias on his 
wagon. As he passes through the streets, he 
shouts assurances that Earthshaker will causc 
no harm, that it is only a part of his Traveling 
Wonders. In his wake hc leaves an amazed 
but substantially relieved populacc. 

If the PCs have not alrcady sought him 
out, Milos now requests an audicnce. He has 
come to explain that Earthshaker is a part of 
his exhibition and that it is totally harmless. 
In addition, hc offers to give the PCs a per- 
sonally guided tour of the inside of the great 
machinc before opening his show to the gen¬ 
eral public. He repeatedly assures the playcr 
charactcrs that no harm will come to them or 
Vyolstagrad, at lease not by his doing. Hc 
promises that they will see wonders like they 
have never sccn before If the PCs insist, hc 
allows hirnsclf to bc scanncd by any type of 
dctection spclls they care to usc. He is not 
lying, he is not evil. Essentially, he is perfeetly 
innoccnt, althqugh he is a huekster through 
and through. 
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THE TRAVELING EXHIBITION OF WONDERS 


The brcczc flutters ihc brightly coloreri 
pennons thal grace the lent tops of the 
Travding Kxhihition of Wonders. The 
lenis, gaudy and opulent ai a distance, 
look worn and patchcd on doser inspec- 
tion. Set up between the feet of Earth- 
shaker, they arc dwarfed by the i mmen.se 
pillars of Karthshakcr's legs. The tents are 
all sizes and shapes—a handful of colors 
strewn across the ground. Some quiver 
and t remble with resounding roar s and 
shrieks. Ot hers scem grim and forebod- 
ing, huling terrible mysterics within. 
C ilded wagons form a Wall across the back 
of the cncampmcni. 

Moving in and about the tenis are gaily 
dressed clowns, strolling minstrels. hawk- 
ers waving roas led onions and strips of 
dried mcat, and barc-ehestcd fellows 
casually swinging wooden maltets. Tum¬ 
blers and acrobats practicc graceful leaps 
and rolis on the greensward while an i mal 
trainers lead strangc creatures to the 
watcr’s edge. 

As Milos enters the camp, he becomes a 
flurry of activity—ordering tents straight* 
ened, sending hawkcrs into town. hustling 
incrediblc creatures out of sight. and set- 
ting performers to practicing. Turning 


joviallv to your group, he booms out, 
“Wclcomc! Wclcomc, noble lortis and 
ladies, to the tnost magnificent collcction 
of wonders, marvels. odditics, and antiq- 
uitiesof the land of man and of the scoret 
plat es where men dart* not go! Cotne and 
cnjoy the bizarre and enlightening sights 
\ve present for you!” 


Milos then procccds to take the PC s on a 
tour of thedifferent sights and shows bis cxhi- 
bition has to olTer. His many cxhibits arc 

listeti liere. If you wish, you can take the 
player characters through thesc, describing 
each in glowing details. As Milo you can 
stress the horror of this thing, the great rarity 
of that, the utter perfeetion of a not her, and so 
on. At the same time, he laces his descrip- 
tions with llattering commcnts to the PCs— 
ment inning their hravery, courage, 
knowlcdgc, worldlincss, etc. By doing so. he 
wants to make the player characters feel gcwxl 
about themselves and, thus, feel good about 

his exhibition. 

1 A live medusa, viewed through an 
arrangement of mirrors. 

2. The animated skclcton of a gargantuan 
gargoyle. 

3. Man gire, the Cursed Seer. a sad man 


whose predictions are always uttcriy 
incorrect, but who is compelled to make 
them. 

4. The Mirror of Nabros, which refletts an 
image showing the true. seeret nature of 
any person looking into it. 

5. Morphiras, the Immortal Wornan, a 
beautiful young giri who is supposedly 
immortal, but is actually a fake. 

6. Perdu the Marvcllous, a low-Icvcl MU 
who amuscs the peasant crowds with his 
tricks 

7. The Brothers Hargest, a trio of exccp- 
tionally fine tumblers and clowns. 

8. Nimble Dava, a quick-witted minstrel 

who will compose a ballad on any topic 
in onc niinute or less. 

9. The Choir of Evil, a sextet of charmed 
harpics who sing their scductivc songs 
for thecrowd, cntrancingfora short per- 
iod many who listen. 

10. The Wizard’s Dancc, a ballet/folk 
dante All the danters and musiciansarc 
animated objccts, and there arc no living 
actors. 

And, ofeourse, there is his lx*st item, saved 
for last—Earthshaker. 
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THE GRAND TOUR 


Aftcr showing all of thc various marvcis hc 
has in his tenis, Milos Formicsias invitcs chc 
charactcrs lo lakc a tour of thc inside of 
Earthshaker. In faer, he graciously offers ro 

let them lakc thc lour free of charge! In addi¬ 
tion, hc will pcrsonally guide them. Again, 
hc has no intention of harming thc FCs and 
does not want any harm tocomc to them. 

Tb conduci thc Grand Tour, you will need 
to usc thc Key to Earthshaker (pages 11-16). 
Boxed dcscriptions have been prepared for 
only the most important scctions inside 
Earthshaker, so you must play the part of 

Milos crcativcly, inventing extravagant and 
overblown dcscriptions yourself. The tour 
can follow any route you choosc, but must 
start in thc foot and should end in thc control 
room. 

No doubt thc player charactcrs will have 
many queslions conccrning Earthshaker, its 
operation, and its history. Below are Milos's 
answers to sotne of thc more standard ques- 
tions. 

History 

Milos docsn’t know who built Earthshaker, 
but he knows that it was built at least 3,000 
ycars ago, probably by a race of evil genis sim- 
ilar in skiil to dwarves or gnomes. Legends 
tell of an evil giant named Morag who threat- 
ened to conqucr not just the world, but the 
sun and the moon also. These gods sired thc 
hero Zarka, who defeated Morag by trickcry 
and stole away thc gem containing his soul. 


Without his soul. Morag hardened and 
bccamc a mountain of iron. 

Milos discovered Earthshaker on onc of his 
collecfing expeditions for the princes of Glan - 
tri, dcep in thc wild mountains far to thc 
west. Hc persuaded the gnomes living in the 
bchemoth to return with him to Glantri. 
Oncc there, thc princes, in their wisdorn (and 
fear of each other), refused to buy thc device, 
ordering him instead to take it from their 
lands. Hc did manage to bargain for a way of 
magically transporting it, so as not to causc 
dcstruction and ruin as hc travelcd. 

Operation 

Milos really docsn’l know how Earth¬ 
shaker works, cxccpt that it uscs a lot of coal 
and boiling water to do things and that it 
makes a horrendous noise when it rnoves. 
The wholc thing has been run for ccnturies 
by a elan of gnomes living inside, but they 
won’t tell anyonc anything useful about 
Earthshaker. 

Sccurity 

Milos is aware that many unserupulous 

types would likc to gain control of Earth¬ 
shaker, but hc really isn’t worried. First, 
when thc entranccs arc sealed, Earthshaker is 
ncarJy invulnerable to outside attack. Scc- 
ond, thc gnomes arc vital to thc operation of 
the machinc and they are steadfastly neutral 
in all things. As such, they will refuse to oper¬ 
ate thc machinc for good or evil. This is why 


they arc with his cxhibition—Milos never 
trics to conqucr anyonc. Third, when in 
operation, Earthshaker uses an incrcdible 
amounr of coal and water. Oncc out of fuel, 
Earthshaker is hclpless. Fourth, Milos, 
bccause hc entertains with such great and 
marvclous wonders, has powerful and impor¬ 
tant friends throughout thc known lands, 
including the Princes ofGlantri, the Emperor 

of Thyatis, and thc Great Khan. They would 
bc very upset if anyonc was to take Earth¬ 
shaker away from Milos. Finally, if someonc 
did manage to control Earthshaker, inachincs 
would eventually break. Sincc the seere! of 
these machines is one of thc mystcrics of the 
gnomish dan's god, thc part would bc unre- 
pairablc until control of Earthshaker was per¬ 
manently retumed to thc gnomes. 

The Plot Thickcns 

While the charactcrs are taking their tour 
of Earthshaker, their real adventure will 
begin. Unknown to them and Milos, a group 
of powerful, evil NPCs has managed to infil- 
trate the insides of Earthshaker Sincc thc 
arrival of Earthshaker in this domininion, 
this evil group’s lcader has arrived with the 
gem of Morag. Hc plans to seize thc control 
room and set the gein back into its proper 

place. This will allow him to control Earth¬ 
shaker without nccding coal or thc gnome 
operators. This attack is dcscribed in The 
Villains Attack! (pages 17-18), following the 
key to Earthshakcr’s interiør levcls. 
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KEY TO EARTHSHAKER 


General Dcscriptions 

Many of ihr things thai appear inside 
Earthshaker ran be found in many difTerrnt 
places Instcad of repeating these desenp- 
tion* over and over. a general dcscnption is 
given hrrr. Use these general dcscriptions as 
a basis for describing many of thr items the 
PCs find inside Earthshaker. 

I( is important to always remember that 
Earthshaker is a gigantic machine, not a 
magical construction VVhile it is quitc 

fantastn simply because of ils size, it does not 
rely on any magual principles to make it 
operate Where possible. seemingly realistic 
dcvices arr dese ribed to explain tnany of 
Earthshaker's abilities, such as mnving an 
arm. bending, etc. 

However, this is a fantasy, soyou shouldn't 
feel pressed to explain how everything works. 
If players, Irving to be elever and tnp you up. 
argue that Earthshakrr cannot do this or that 
because of science, teehnological (imitations, 
or whatever, kindly listen to their arguments 
and then tell them they are wrong lake 
magic (which doesn't rxist in the rral worid). 
Earthshaker's science and tcchnology exist 
because you say they exist 

Light: The interior of Earthshaker is lit 
gloomily at best and is pitch-black in manv 
plat es Any area where there isnosignificant 
machinerv or activity is unlit Areas where 
the gnomes live and work are lit by fires or 
flickcring torches. The only natural sunlight 
that enters comes through the eyea, mouth, 
and ran. 

Air: The air throughout Earthshaker is 
breathable, bul it is not always fresh or pure 
It is best on the command deck and the living 
quarters. In the unoccupicd areas, it is very 
stale with little breeze On decks filled with 
machinerv. the air is filled with soot, stram, 
smoke. and oil fumes. Characten who stav 
on these dec ks for any length of time will br 
covered with oily black grime which lakes 
considerable serubbing to gct oflT 

Soundt: With cavemous spaces and hard 
metal waJls, echoes abound within Earth¬ 
shaker In areas of little activity even the 
slightest whisper will rebound sevcral times. 
Where marhinery is operating the racket is 
inrredihlr Character« will have to shout to 
make themselves heard over the noisc. Tvpi- 
cal noises in« lude metallic crashes from 
gran, groaning squeaks from iron plates, the 
singing of wind passing through cables, 

explosize hisses of steam, the regular thurnp- 
ing of pistons. whistles of safety valves, thr 
creaking of shifting girders. and the roar of 
blazing fumaers. 

Whencver the characters try to locate the 


source of a sound by listemng only, roli I Db. 
If the die roil is a onr. the character has ror- 
rrctly guessed the source (or direction) of the 
sound. Othcrwisc, the echoes con fuse the 
character so that hr thinks the sound came 
from an en ti rely random direction. 

Materials: Virtually rverythmg inside 
Earthshaker is metal The builden of the 
machine had little desire or taste for oma* 
mentation; hence, everything is very func- 
tion.il. The overall rffeet is one of great 
mechanical power. The outsidr iscovcred by 
metal plates. fastened together with huge ris¬ 
ets No attempt is made to hide these on the 
inside Most things are not dccorativc but 
practical Nonrthcless. the lack of ornamen- 
tation does not rnean thr inside is plain The 
girders, latticr catwalks, support arches. 
tnathinery frames. cables. steam pipes. rail- 
ings, and ladders have been given small deto- 
rative touches that blend into the 
background 

The most common colors are black, dark 
blue. and rust Invers of oil, soot, and grime 
cover many surfaces, rnaking them duil 
black Frequrntly used areas and machines 
have been blued or oiled to a shinv dark blue 
or bnlliant Steel color Many places, espe- 
cially Irsser-used areas, are strrakrd with 
rust 

Crcaturcs: Officially, nothing hue thr 
gnomes live inside Earthshaker However, a* 
in all cases, small vermin have found the 
machine aconvenient home. In darkeomen 
characters may notice large rats. escaped 
housecats. owls. mice, common salaman¬ 
ders, squirrels, and in rare instaners, small 
monkeys In the cavemous areas. hals are 
often seen and heard None of these creatures 
present any threat to the player characters. 

Machinery: There are large nurnbers and 
varying sizes of machines in Earthshaker. The 
funetions of some are obvious, ot hers will be 
absolutely incomprehensible to the player 
characters All arr whirling, clicking, hissing. 
pumping, vibrating, and clanging devicrs 
Some are masses of gears, cog-wheels, and 
camshafts. Ot hers may be spinning gover- 
nort, pistons. and ratchets. Inc luded herr is a 
list machine parts you can use to make your 
own dcscriptions for the difTerrnt machines of 
F*inhshakrr. Eorcxample, you might desenbe 
a machine as *a mass of whirling gears with 
ratrhet hammer« rising and falling on steam 
valves." It is up to you to add color and feel to 
the dcscriptions and make Earthshaker comr 
alivc for your players 

All the machinery inside Earthshaker is 
operatrd by steam or inuscle power. There is 
no use of electricity anywhere within Earth¬ 
shaker. 


Bearings 
Belt 
Boiler 
Brake 
Carnshaft 
Clutch 
Cogwhecl 
Counterweight 
C rane 
Drum 
Fan 
Filter 
Flywheel 
Gauge 
Gear 
G o ve mor 
Hook 
Lever 

Steam Pipes: These metal pipes are hot to 
the tourh. Any pipe that takes 20 or more 
points of damage will rupture. spraving 
steam 10 feet in a random direction Anvonr 
hit by this steam takes 1 -20 points of clamagr 

Elevators: These are oneprrson eleva¬ 
tors. They consist of a constantly moving bclt 
(onr side gning up and the other down) with 
handholds and small platforms to stand on. 
To lise, a character simply grabs a handhold 
and steps on the platform as it goes by. The 
elevators move at the rate of 10 feet per 
round. Thr elevator bclt can be brokrn by 30 
points of damage to a single spot 

Ventilation Shafts: These shafts are 1 foot 
in diameter and covcrrd with a wire screen. 
All the shafts lead to fast. whirling fans. mak- 
ing them unsuitablc as a mcans of grtting 
froin one placr to another 

Girders: These are metal supports, 2 feet 
wide They can be walked on or climbed 

Ladders: These are made of wclded iron 
The rungs arr spat ed for gnomes and so are 
doser together than on normal human lad¬ 
ders. 

Catwalks: Thr catwalks are all 2’ 6" wide 
suspended metal walkways that tend to 
squeak and sway alarminglv when walked on 
or when Earthshaker is in motion. The walk- 
wav surfacr is an iron lattice (alhiwing « har¬ 
at ters lo see through it) and there are thort (2 
feet high) metal railing on both sides 

Spcaking Tubes: All the decks are linked 
by a system of spcaking tubes (mueh like 
those used on old-time steam ships) Next to 
each is a bank of switches lahrlrd with thr 
names of difTerrnt areas. Flipping the switch 
for the desired deck pumps a biast of stram 
through a high-pitched whistle at the other 
end (amversations can then be held by 


Linkage 

Piping 

Piston 

Pullcv 

Pump 

Ratchet 

Rod 

Roller 

Sprin K 

Switch 

Trip Hammer 

Ibbc 

Turbine 

Valve 

Wbcd 

Whist le 
Windlass 
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shouting and listrning through thi* tube. For 
many standard messages, the gnomes don t 
bother with conversation, but usc a code of 
timed whistles instead. 

Gnome Crew: Therc arc 327 gnomes liv¬ 
ing and working aboard Earthshaker. Statis- 
tics for workers, supervisors, and the leaders 
can be found on the NPC Roster You should 
keep track of the numbrr of gnomes killcd (if 
any). All gnomes arc armed with clubs and 
daggers, and supervisors haveswords. Therc 
is one supervisor on cach deck. 

LEGS (Maps 1-9) 

Obviously, Earthshaker has two legs. Only 
the maps for the left leg arc shown; the right 
leg layout is identical to the left. If you want 
to bc exaet about the shape of the right leg 
and foot, l>c sure to rcrncmber the differences 
l>etwcen left and right. Forexample, thedoor 
to the outside which is on the outer or left 
edge of the left foot is on the outer or right 
edge of the right foot. 

DECK I. THE SPRING FLOOR 


The deck is unlit and the air is stale and 
foul. The floor is coatcd with damp, oily 
slime. Set in orderly ro vvs arc huge coil 
springs, reaching from the lloor up to the 
10-foot-high cciling. 


The springs, 5 fcet in diameter, act as 
shock absorbers whenever Earthshaker takts 
a step. Each time the inachinc steps down on 
a foot, the pressure collapscs that leg's deck to 
a 2-foot height. Anything that cannot fit in 
this 2-foot height (by lying down. collapsing, 
etc.) is hopclcssly erushed. Ncithcr charac- 
ters nor magical items are allowed any saving 
ihrow from the 500,000 tons coming down 
upon them. 

DECK 2. THE ANKLE 


This cavcrnousdcck has a sloping cciling, 
15 feet high near the toe and rising to 45 
feet at the point where it joins the leg. 
Near the outer end of the foot is a large 
drum. Cablcs 12 inehes thick wrap 
around this, pass along the roof, run 
through a pulley system und disappear up 
the tube of the leg. Near the heel is a huge 
machinc, a collcction of gears and 
ratchets. The air is hot and stuffy. Jets of 
steam intermittently shoot from the 
mat hines. Ten gnomes, sweaty and strip- 
ped to their pants, stand about, occasion- 
ally pulling on levers or yclling into 
speaking tubes. 


The floor at the heel of the foot is a huge 
turntablc, again steam powered. A system of 

gears and ratchets allows the foot to pivot 
slightly to each side. 

DECKS 3-8. LEGS 

These decks have only small platforms for 
lloors and no ccilings. If the playercharacters 
have any cncounters on these decks, usc the 
Gcncric Maps. 

DECKS 9 and 10. LIVING QUARTERS 


The deck is brighdy lit by flickering 
torchcs. Occupied at various tasks are 
many gnomes, perhaps 30 to 50 or more. 
Gnome children arc playing games while 
their mothers sweep and cook. Gnome 
men scuttle back and forth, going to and 
from their jobs. 


These decks are the living quarters of the 
gnomes. At any given lime therc arc approxi- 
rnately 50 gnomes, mostly females and chil¬ 
dren, on cach deck. 

A. Family Quarters: Each chamber 
houscs live toeight gnomes, all of one family. 
Each is fitted with bunkbeds, chairs, and at 
least one table, all bu ilt to gnome size. Each is 
dccoratcd with items the family has collcetcd. 
In addition to normal items found herc, therc 
arc one to three gnome-sized swords and suits 
of chainmail. 

B. Bachelor Quarters: Each small cham¬ 
ber is home for three unmarried gnomes. 
Therc is a three-tier bunkbed, three chairs, 
and a table in cach. These chambcrs have 
fewer dccorations than the family quarters, 
but each indudes a completc set of gnomish 
arms and chainmail armor. 

C. Commun.il Kitchcn: This large, open 
area is used by the gnomes to preparc mcals 
for the dan. The women do the cooking, pre- 
paring most ly roasted or boiled potatoes, 
parsnips, onions, turnips, and rutabagas 
mixed with dried or salted meats. The food is 
mostly bland. The area is strewn with baskets 
of vcgctablcs, barrets of saltcd mcat, clcavcrs, 
knives, cauldrons, llrewood, and coal. Some- 
onc is always cooking here. VVhen Earth¬ 
shaker is in operation, the gnome workers eat 
in shifts. 

D. Storcrooms: These arc piled high with 
vcgctablcs, dried meats, barreis of salt, dried 
flsh, and other victuals. 

E. Latrincs: These have working plumb- 
ing and are kept serupulously clean. 


11. WAIST DECK 


Smoke and steam hang heavy in the air, 
casting the deck into a squalid glooin. 
I^ather-aproned gnomes stand at vast 
banks of machincs, ducking blasts of 
steatn while shouting to each other above 
the noise. 


The machincs on this deck are used to 
bend Earthshaker at the waist The machincs 
marked A on the deck arc huge pncumatic 
pumps which provide the push to raise or 
lower different sides of Earthshaker. Therc 

arc 20 gnomes on this deck. 

12. LOWER FURNACE DECK 


The air is a haze of smoke and ash, sti- 
flingly thick and hot. A niddy glow comes 
from the back of the deck, diffused by the 
dark clouds of ash and live steam. A coal- 
black gnomish figurc, dressed in heavy 
leather suit and a thick gogglcd hood, 
peers at you through the dirty air. He 
frantically gestures to you, pointing to 

youreyes and mouth. Wiihin seconds you 
Iwgin coughing on thr dust, tears stream- 
ing frorn your face. It almost as if you 
have entered the darkest and most infer- 
nal reachcs of the Nethcrworld. 


This deck holds the bcllows that pump air 
to the furnaccs. Across thr back are thr bot- 
toms of the furnaccs where the ashes collect to 
be haulcd away. T he air is extremely foul on 
this deck, fillcd with coal ash. steam, and heat 
from the furnaccs. The 20 gnomes who work 
this deck all wcar protectivc leather suits. fit¬ 
ted with hoods. These hoods have thick cot- 
ton breathing filters and thick-lensed gogglcs. 

Characters can scc only 10 feet through the 
gloom. Any character who remains here 
without gogglcs for more than one turn will 
be temporarily blinded by the ash. This 
blindness disappears one turn after the char¬ 
acter leaves the deck. In addition, any char¬ 
acter who remains two turns without a 
breathing filter suffers 1-10 points of datnage 
cach turn from breathing the ash. 

A. Bcllows: At each end of the deck arc 
two huge, round, accordion-Iikc bags—the 
bcllows that pump air into the furnaccs. 
Huge beams run across the tops of these, con- 
nccting to steam pistons that pump the bags. 
These in turn arc connectcd to the banks of 
machincry that surround each bcllows. 

B. Ash Carriers: Set in the floor arc iron 
tracks, likc thosc used to guide orc can in a 
mine. These run across the floor, through 
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21. Head Swivel Deck 








NON-PLAYER CHARACTERS 


The following non-player charactcrs appear 
in Earthshaker and arc importam 10 ihe play 
of ihe modulc. All statistics, abilitics, cquip- 
meni. and general descriptions appear here 
so thai you can reference thesc when ncedcd 
during the coursc of che advcnturc. 

Milos Formicsias 


power possessed by all keepers. Hc is not 
overly talkative and is very sccrciivc and sus- 
picious of any who display unduc interest in 
the clan's rclic. 

Gryzix’s aides all have the same statistics 
as Gryzix. They arc armed with swords. Like 
their keeper, they arc devoted to the Rclic 

and will sacrificc their lives to protcct it. 


Neutral human showman 

Strength 

9 

Dexicrity 

12 

Intelligence 

16 

Constitution 

8 

Wisdom 

18 

Charisma 

17 

Armor Class 

9 

Hit Points 

5 


Milos is a sharp-witted, smooth-tongued 
huekster and pitchman. He is fond of “taking 
the mbes” and the comforts of life. For all 
this, hc does have a sense of honor concem- 
ing the rcsponsibilitics placed on him and for 
those under him. 


Krazmos 


Clanmastcr of the Earthshaker Glan 
Neutral gnome 


Armor Class 
Hit Dice 
Hit Points 
Move 
Attacks 
Damage 
Save As 
Morale 


4 

4 

18 

60’ (20’) 

1 

1-8 + 1 
Dwarf 4 
10 


Krazmos is a middlc-agcd gnome, 
extremely elever and sharp in his dealings 
with outsiders. It is he who negotiated the 
currcnt arrangement with Formicsias and 
con vineed his elan to accept the idea. He is 
friendly and outgoing but, like Milos, will try 
to take you for everything hc can gct. 


Gryzix 


Keeper of (he Rclic 

Neutral gnome 
Armor Class 
Hit Dice 
Hit Points 
Move 
Attacks 
Damage 
Save As 
Morale 


5 

3 

12 

60' (20 ) 

1 

1-8 

Dwarf 3 
12 


Gryzix is an riderly, bent, and grizzlcd 
gnome, devoted to his life as the Keeper of 
the Rclic. Hc has the standard domination 


Gnomes 

Workers 

Supervisors 

Armor Class 

5 

5 

Hit Dice 

1 

2 

Hit Points 

5 

10 

Move 

60' (20') 

60' (20') 

Attacks 

1 

1 

Damage 

by weapon 

1-8 

Save As 

Dwarf 1 

Dwarf 2 

Morale 

8 

10 

Alignment 

Neutral 

Neutral 


The gnomes are generally chccrful and 
pleasant toward outsiders. They are not par- 

ticularly warlikc and will avoid combat when 
possible. However, they do not react well 
when anyone trics to destroy machincry 
inside Earthshaker, no matter what the rea- 
son. Thus, they will do their best to prevent 
any PC or NPC from damaging Earthshaker. 

NPC Villains 

Given below arc personality dcscriptions, 
magiral items, and spells for the various vil¬ 
lains that appear in this modulc. Statistical 
information on each villain appears on the 
Roster Card found on the module cover. 

Boyar Viktor Zhuchamov 

Viktor is a true villain; aseheming, dcccit* 

ful, treacherous, and black-hcarted man. 
Like all villains. he is courageous and boast - 
ful when hc has the upper hånd and cowardly 
and treacherous when hc is outnumbered. 
Viktor has expensive tastes, preferring fine 

clothcs, mcdals, and ornatcly dccoratcd 
cquipmcnt. He is proud and haughty and is 
totally devoid of moral scruples. Hc is also a 
quitc charming man in social situations. 

Hc does not want to bc identified in the 
coursc of this caper, so hc hides his face under 
a heavy hooded cloak any time hc is cncoun- 
lerrd. 

Wcapons: s word * 4 

Armor: leather armor * 4, ring of protcction 
*3 

Magical Items: elven boots, potion of ele- 
mcnt.d form, potion of clasticity, 2 se roils of 
communication (forming a complete pair) 


Serge Schrodt 

A thin, pock-marked man, Schrodt is Vik¬ 
tor’s toady and hangcr-on. A whining weasel 
of a man, hc always supports Viktor. Viktor 
often abuscs him and humiliates him in front 
of others, but this does not alter Schrodt’s 
slavish devotion to the boyar. 

Wcapons: none 

Armor: ring ofprotcction * 4, ring of protek¬ 
tion + 3. scarab of protcction 

Magical Items: disintegrate scroll, scroll of 
seeing , scroll of fireball delay, potion of forti¬ 
tude. staff of fire 

Spclls: 

Ist level: magic missile (x4), light (x2) 

2nd level: detect invisiblc, ESP(x 3), knrx'k 
3rd level: fireball (x 3), haste, dispel magic 
4th level: con fusion, ice storm, wall of fire, 
wizard cyc 

Sth level: disso Ivr, teleport, cloudkill, wall of 
stone 

6th level: projccted image , dcarh spcll, anti- 
magic shell 

7th level: magic doer, statue 
8th level: power word blind 

Ivan Beria and Voroniev Lukin 

These iwo are Viktor’s haechcf men, the 
ones who go out and do Viktor’s dirty work. 
Both are extremely compctcnt, but very bru¬ 
tal and lacking finesse. Their manners arc 
low-bred and Viktor scldom allows himself to 
bc sccn in public with cither of them. 

Wcapons: sword ♦ 4 (draining), 10 arrows 
*2 

Armor: platc mail + 2, shield ♦ 2 

Yuri Kurochin 

Kurochin is Viktor's personal cleric, 
wholly dedicatcd to the causc of evil. 
Althnugh both Viktor and Kurochin’s superi- 
ors think they Control him, he actually serves 
only himself in a mad pursuit of power. 

Wcapons: mare + 2, staff of harming 

Armor: plate mail *• 4 

Magical Items: ring of seeing, scroll of com- 
munication (matching one of Viktor's) 

Spclls: 

Ist level: curc light wounds (x6), resist cold 
2nd level: find traps. hold person (x4). resist 
fire 

3rd level: darkness (x2), causc disease (x2), 
curse 

4th level: animate dcad, dispel magic (x3) 
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5ih level: insect plagve, commune, curecriti - 
cal wounds (x2) 

6ih level: barricr(x 2), curcall, word o f recall 
7th level: holy word, li fe drain (x2) 

Varma, Mclchia, Tuva, and Yclna 

Thcsc merccnary adventurers have been 
promised wealeh and position by Viktor. Hc 
eonsiders them littlc more than extra bcKlies 
and would be pleased if none sum ved. 

Wcapons: sword * 1, 4 arrows of disarming 

Armor: platc mail * 1, shicld * 1 

Magical Items: [x>rion of speed 

Roskosov 

This impoverished evil wizard has joined 
the group for money only. The others con* 

sider him only usefu) for his added fircpowcr. 

Magical Items: ring ofproicction (x2), staff 
of commanding 

SpclU: 

Ist level: magi c rnissile (x3), slccp 
2nd level: invisibility ; knock, web, wizard 
lock 

3rd level: hast, lightning bolt (x2), clainoy - 
anee 

4th level: polymorph other, con fusion, wallof 
fire 

5th level: pass-wall, feehlemind 

6th level: Ucsh tostone 


Forgest 

This chicf, on c of Viktors proteges, is 
assigned to this group to ensure that none 
betray him. He will watch the others of the 
group as closely as hc watchcs for enemies. 

Wcapons: bola ♦ 2 (remrning). dogger * 3 

Armor: ring of proicction * 3, leather armor 
of ethercolness * 5 

Magical Items: potion ofblcnding, antidote 
pot ion, scroll of spcll catching 

Dimitri and Budcnny 

These fighters are the muscle of this group. 
Although Dimitri is in command, hc has very 
little sense of tactics and takes most of his 
"suggestions" from Ushankov. 

Wcapons: sword * 2 

Armor: banded rn.ii/ * 3 

Magical Items: boofs of trave!ing and Icap- 
ing, por ion of freedom, scroll of creation 

(only 1), scroll of communication (only 1, 
matches one of Viktor's scrolls) 

Ushankov 

Again, Ushankov has been assigned to 
watch over this group and make sure they do 
what they are supposed to do. I lis job is rcla- 
tively easy, since hr is really the tartical 
brams of the group. 

Wcapons: sword of deceiving * 2, 3 arrows 
of blinking, 2 arrows of penetrating, 1 arrow 
of screaming 


Armor: leather armor *■ 4. ring of pro teet i on 
*3 

Magical Items: potion of diminution 

Maggione 

A w ånde rer from a forcign land. Maggione 
has fallen in with Viktor’s band of plotters. 
Hc is not really awarc of what is going on 
here or what Viktor intends to do; hc only 
knows that hr gels paid for his work. If any 
character can talk to him for 30 minutrs and 
explain Viktor's true intent, there is a 30% 
that Maggione will changc sides. (Add or 
subtract 5% for cach point of the persuading 
charactcr's Charisma adjustmcni, ifany.) 

Wcapons: dagger of spcerling * 1 

Armor: ring of proicction 4 4, ringofprotec- 
tion +3 

Magical Items: potion ofluck. potion of c/r- 
mcntaJ form, rope ofelimbing, wand o f para- 
ly zar ion 

Spclls: 

Ist level: charm person (x2), magic missile 
<x3) 

2nd level: dctcci invisiblc, web (x2), mirror 
image, levitate 

3rd level: haste. fly. firt ball (x2). hold person 
4th level: polymorph sclf, con fusion, ice 
storm, remove curse 
5th level: dissolve, fceblcmind, cioudkill 
6th level: wall of i ron, dcarh spcll 
7th level: power word stun, reverse gravity 
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KEY TO EARTHSHAKER 


hcavy irondoors, and imo ihe bol lom ofcach 
furnacc. The oiher end of ihe track ends at a 
sliding doorway 10 ihe outside. On cach track 
is a pushe ar used lo haul ashes out of ihe fur- 
nace. These ashes arc ihcn dumped out of 
Earthshaker through ihe doorways. 

C. Loading Cranc: This is onc of scvcral 
swivel crancs found on Earthshaker. It can bc 
exiended through ihe small doorway dircclly 
in front of it. It is used for loading and 
unloading various supplies. 

13. MAIN FURNACE DECK 


A ronstant, throbbing roar swclls through 
this eavemous deck. Where the deck just 
below had bren foul and stifling, this one 

is smoky and roasting! Across ihe back 
siand huge furnaces, ihcir doors flung 
open. Casting huge shadows in the ruddy 
light arc more ihan iwo-scorc gnomes, 
stripped to their loincloths and sweating 
heavily. Cheerfully singing and chanting, 
they arc heaving shovelfuls of coal inlo the 
furnaces, laking their scoops from heaped 
piles al the front of the deck. Looking up, 
you see only cavernous blackness. 


There are 50 gnomes on this deck, tending 
the furnaces. All are soot-streaked and drip- 
ping sweat. The mounds of coal tumble down 
from the from of the deck, some rising to 
heights of 40 feel or more. The heat is 

intense, and within seconds all charactcrs 
hegin to sweat heavily. Charactcrs in metal 
armor quirkly notice the temperature as their 
suits begin to warm up. Charactcrs so attired 
suffer 1-4 points of damage per turn from the 
hot metal if they remain on the deck for more 
than onc turn. 

14, 15: BOILER DECKS 

There arr no maps for these decks, sincc 
ncarly all the spacc is taken up by the bottoms 
of the huge boilcrs that generate steam pres¬ 
sure for Earthshaker. If the charactcrs have 
an cncountcr on these decks, usc one of the 
Generic Maps provided with this module. 

The decks are very hot and hutnid. moisture 
dripping from ncarly every surfacc. 

16. ENGINE DECK 


Of all the decks you*ve been on, this is by 
far the noisiest. Giant pieces of machinery 

loom over you; shafts thickcr than your 
waist lead to gears taller than two men. 
Whistlcs and belis seem to sound con- 
stantly, barely heard above the squealing 
bursts of steam and grinding groans of 


metal. Gnomes arc scattcrcd all about, 
wads of cotton stuffed in their ears, work- 
ing by lantem light at control panels, 
scurrying to and fro with oil cans, chalk- 
ing out notations on slates, shouting into 
speaking tubes, and waving dripping 
grease pots. Some even dangie by ropes 
over black voids. daubing grease or tight- 
cning bolts with heavy spanners. The air 
is filled with the smell of oil and soot. 


This deck contains the top ends of the boil¬ 
crs, steam cngincs that drive pistons and 
gears to power thr arms and legs, huge 

lorquc mcchanisms, and gearboxes. The 
noise level is so great that even shouted con- 
versations are impossible at ranges greater 
than 10 fcet. 

A. Boilcrs: A boiler tank can bc ruptured 
by 100 points of damage. but if it happens. 
the results arc devastating. A broken boilcr 
will cxplode in 1 -3 rounds, causing 200 points 
of damagc from the roiling stram and hot 
water. This damage is redueed by 1 point for 
every foot of distance between the character 
and the exploding boiler. There is no saving 
throw for this damage. Note that sincc there 
are two boilcrs, the destrut tion of one auto- 
matically ruptures the other, causing a scc- 
ond explosion of the same intensity. 

In addition, the explosion totally destroys 
the deck. fioods the lower levels, and blows 
off the chcst and shouldcrs of Earthshaker, 
scattering debris across a half-mile radius 
(2,640 fcet). Evcrything in that area. includ- 

ing buildings, animals, pcoplc, and trccs, has 
a 40% chance of bring damaged by this biast. 

For simplicity, you can assume that 40% of 
the area within half a mile of Earthshaker is 
destroyed. Damagc will bc worst immedi- 
ately around Flarthshakcr and will becorne 
gradually less the further away onc gcts. For 
examplc, should this disaster occur while 
Earthshaker is standing outside the walls of 
Vyolstagrad, ncarly all of the town and the 
castle will bc lcvclcd by the force of the explo¬ 
sion. If any charactcrs arc outside of Earth¬ 
shaker and the explosion occurs, check to see 
if they arc struck by wreckage (40%). If they 
arc, they suffer 20-80 points of damagc 
(2d4xl0). 

The rnagnitudc of the disaster dcscribcd 
above does not take into effeet any aftcrcffccts 
to the surrounding land. These includc fires 
buming out of control and the faet that the 
remains of Earthshaker will undoubtably fail 
on something. Whatevcr it falis on will bc 
destroyed and the resulting shockwavc will 

have the cficct of an carthquakc on the sur¬ 
rounding area. 


B. Drive Engincs: These machincs con- 
vert the power of steam into physicai motion. 
Each enginc is a massive collcction of pistons, 
steam lines, gears, and drive shafts. Each 
stands taller than a two-story house. 

C. Drive Shafts: The main drive shafts 
run from the cngincs togigantic transmission 
gear boxes. Each shaft is 10 fcet in diameter. 
Whcn operating, these spin at ircincndous 
speeds, creating a high-pitched and painful 
whinc. 

D. Transmission Gears: I.ike evcrything 
else on this deck, these machincs arc huge. 
Each is a collcction of gears and shafts set at 
all different anglcs. The gears range from the 
size of a large man (the smallest gears) to 
gears three storics high. Anylhing (including 
a character) that falis into these while they arc 
turning is instantly and utterly erushed. 
Should a player character slip and fail into 
onc of these, you should allow a saving throw 
vs. Drath Ray. If the character makes thr sav¬ 
ing throw, hc has managed to catch a girdcr, 
pipe, or other metal outeropping, but his toes 
are dangling inches from the mangling teeth 
of the gears. 

E. Shouldcr Joints: Like the transmission 
gears, these are huge collcctions of gears and 
driveshafts. Unlikc other scctionsof the deck, 
there is no flooring under these arcas. 
Instead, whirling shafts and thigh-sized 
cablcs extend into the blackness of the arms. 
As a safety measurc, all the gnomes working 
in these arcas arc roped to safety lines, to pre- 
vent a missed step from bccoming a dradly 
piunge into the darkness. 

17, 18. 19, 20. ARM DECKS 

There are no maps for these decks, nor arc 
they part of the tour Milos gives the charac¬ 
tcrs. Like the leg decks, these are mostly 
empty spacc with platforms at various points. 
Running down the length of the arm are spin- 
ning shafts and cables connccting lo gears 
and cable druins. If the players have an 
cncountcr in these arcas, usc the Gencric 
Maps provided with the module. 

21. HEAD SWIVEL DECK 


Set in a circle around the walls are rows of 
thick cables. Massive U-bolts anchor 
these to the walls. Like a spiderweb, the 
cablcs run through a system of pulleys to a 
winch set in the center of the floor. A 
smaller platform filled with levers, valves, 
and gauges rests atop this winch. Six 
gnomes are lounging up there, awaiting 
orders to aetivate their machincs. 
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The winch and table system that fills this 
deck is used to turn Earthshakcr’s head from 
side to side. Along the front and bark walls 
are a series of small (only as hig as a man!) 
stcam jaeks that tilt the head forward and 
back. 

Unlike many of the other decks, this one is 
relatively wcll-lit and clcan. It is not very 
quict, however, sincca great deal of noisc and 
vibration rises from the engine deck below. 

22. SPEAKER DECK 


"I IN EIRTISIAKEI!!!!!" 

As you step onto the deck. these words 
boom and roar all around you, crashing 
against your eardrutns and shaking your 
body right down to your liver. Caught 
unawares. your eyes unfocus and then 
snap back toclarity. As the raging echocs 
subside, you hear the light hystcrical guf- 
faws of a gnome from somewhere on the 
deck. 

Sunlight streams across the deck from 
the gaping opening of Karthshaker’s 
mouth. Hcre the view is one of di/zying 
heights; far below are minisculc huls, 
fields, and streams. At the back of the 


chamber is an arrangement of tubes, 

speaking trumpets, belis, whistlcs, druins, 
and chimcs. Standing in the midst of all 
these instruments and pipes is a small 
duster of earmuffed gnomes snickering 
and mischieviously grinning at their 
grand joke. 


This deck is the voice of Earthshakrr. It 
contains the mcchanisms for working Earth¬ 
shakcr’s jaw and creating its voice. Thcrc arc 
10 gnomes standing in the group watching 
you. 

A. Voice Mcchanism: This is a forest of 
tubes, musical instruments, voice trumpets, 
and other noisemakers. All are arranged such 
that when one speaks into the proper tube or 
plays an instnimcnt, the sound isamplified a 
thousarul-lold A huge, llaring horn dirccts 
this sound out through the mouth of Earth* 
shaker. 

Whenever the voice of Karthshakcr is acti- 
vated, all charactcrs without some type of car 
protcccion (or silcnce spcll) inust make a sav- 
ing throw vs. Paralysis or bc stunned for one 
round In addition, any character standing 
directly in front of the main speaker horn will 
be permanent ly deafened if the saving throw 
is failed. (A deaf character is surprised on a 


roil of 1*5. Deafness can be cured with a 
c u real I spell.) 

B. Jaw Motors: 'lo inerease the illusion of 
Earthshakcr's aliveness, the builders of 

Karthshakcr have fitted it with pistons to 
work the lowcr jaw of the machinc. Thcsc can 
be triggered to raise and lowcr the jaw in uni¬ 
son with any words spoken through the voice 
mcchanism. This jaw is tremendously strong 
and can cut through any standard magical or 
nnn-magical object rhat might get caught in 
it. 

23. COMMAND DECK 


This deck is best lit of all on Karthshakcr, 
sunlight from the great eyc-ports making 
everything chccry and bright. Arranged 
along all the walls are banks of levers, 
speaking tubes, and gauges. Gnomes, 
pcrched on high stools, lean over these, 
intently shnuting orders, pulling levers, 
and studying dials In the center of the 
deck is a massive metal chair, even by the 
massive standards of Karthshaker. Stand¬ 
ing on this. since it is far too big for him to 
sit in, is a grizzlcd and authoritativc look- 
ing gnome, issuing commands to those at 
the various control banks. 
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Thcrc arc 20 gnomes working at the vari- 

«us control banks. The gnome on the corn- 
mand chair is Krazmos, the clanmaster (ser 
NPC sheet for stat istics). This deck is the 
comrnand center of Earthshaker. Each con¬ 
trol bank is connccted to and monitors onc 
area or funetion of Earthshaker. All com- 
mands for the movenient of Earthshaker are 

issued from herc. Krazmos dccidcs what 
Earthshaker will do and then the gnomes at 
the consolcs inform the other decks of what 
they must do and when they must do it. 

Bccausc ofils importance, everything on this 
deck is considcrcd c rit iral maehinery should 
the charactcrs at tempi to damage it. 

24. BRAIN DECK 


Soft mctallic cchocs Till the room, as if 
some ghostly presence was whispering 
softly from the comcrs. Thcrc arc no 
boils, no whistles, no grinding roars and 
squeals of maehinery. All is quict. In the 
center, a slim pedestal rises from the lloor. 
ending in a cup-shapcd sockct. Bchind 
this stand six gnomes, tense and alert, 
their wcapons half-drawn. At the edge of 
the light is an ciderly, bent gnome, his 
back to you, fiddling over a baroque and 
gilded machine. 


This deck was oncc where the ‘‘brain" of 
Earthshaker was connccted to the body of the 
rnachinc. Now, the brain long missing, it is 
the position of the clan's revered rclic, the 


Clock of Timelcssncss. The ciderly gnome is 
Gryzix, the Keeper of the Relic (see NPC 
sheet for his stat istics); the other gnomes are 
his aides (again, the statistics for these 
gnomes arc on the NPC sheet). They will not 
allow anyonc to approach their treasured 
rclic too closcly. 

The clan's rclic, the Clock of Timelessness, 

is a 5-foot clock with a skelcton movemeni 
(the inner works c an bc scen clcarly). Unlikc 
Earthshaker, the relic is ornately dccoratcd; 
gears arc filigrced, armatures sculptcd, and 
jcwds arc lavishly set in the clock's face. The 
rclic has all the standard powers of a relic as 
describcd in the Companion Rulcs. 

In addition, the relic can bc used to fashion 
the rare equation of time. The equation 

allows time travel to any spccific point in 
time. First the keeper selects the date (down 

to the sccond) the equation will dcrive. Then 
the keeper and his aides must study and 
record the movements of the clock in perfeet 
detail for onc year. With this data, they must 

perform thousands of complcx, magital, 
mathematical formular in their heads. Noth- 
ing of this can bc written on paper and the 
slightest error will cause the end result to bc 
imperfeet. Performing these calculations 
takes 20 ycars. 

When the final formula has been com- 
pleted, thr keeper and the clanmaster can 
corrcctly set the clock. When the clock is set, 
one person or objcct is instantly transport ed 
through time to the choscn date. The trans- 
ported objcct remains thcrc for 24 huurs and 
then must cither transport again (by use of 


another equation of time) or fade into non- 
cxistcncc. Anything that fades disappears 

utterly and totally from the Multiverse as if it 
had never existed (allhough any possessions 
or previous deeds of a character do not 
changc). 

The pedestal in front of the clock oncc held 
the mind gem. This gem (now in possession 
of the villain Boyar Viktor Zhuchamov) pro- 
vided power to Earthshaker, frccing it from 
its stram engines, and allowed il to operatc its 
maehinery without the aid of living workers. 
When set in placc, Earthshaker follows ver¬ 
bal commands from the master of the mind 
gem. 

25. OBSERVATION DECK 


The cold, clcan air sweeps across the open 
deck, singing through the railings. Tucked 
into quict nooks arc the nests of hunting 
birds, now deserted for the day’s hunt. 


The observation deck is simply a huge 
upen platform un the top of Earthshakcr's 
head. Running around the outer edge is a 
simple railing, 3 feet high. Any character 
looking down from the edge must make a sav- 
ing throw vs. Paralysis or suffer from vertigo. 
Charactcrs who arc affeeted cannot do any¬ 
thing until they move away from the edge, 
and cannot move closer to it again unless they 
make a successful saving throw vs. Paralysis 
(with a -2 pcnalty on the die roli). 
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THE VILLAINS ATTACK! 


This scction forms thc hcar! of thc adventure 
for thc PCs. You should begin this attack at 
some point while thc PCs arc on thc grand 
tour of Earthshaker. 

Background on thc Villains 

The villains (listed on thc NPC shect) arc 
trying to gain Control of Earthshaker so that 
their leader, Boyar Viktor Zhuchamov, can 
use it to overthrow thc rule of King Ericall. 
VVhereas this would normally sccm to bc an 
iinpossiblc task, thc group has been 
extremely patient, awaiting the moment 
when conditions arc perfeet to make their 
move. 

Boyar Zhuchamov is a greedy and grasp- 
ing noble in thc court of King Ericall. For a 
long time hc has been looking for a method to 
gain control of the lands claimed by his king. 
A dircct coup d’etat was not possiblc, sincc 
Zhuchamov, evil through and through, knew 
that hc could never command thc support of 
Ericall's vassals. Therefore, hc was foreed to 
look for a more underhanded way. 

His opportunity camc to light scvcral 
months ago when Zhuchamov leamed of thc 
cxistcncc of Earthshaker. Hc instantly saw 
that hc could conqucr Ericall’s forces if only 
hc could gain control of Earthshaker. Attack- 
ing the machinc was out of thc question and 
so was trying to bribe thc gnomes who oper¬ 
ate the machinc. Likcwise, hc knew that even 
if he were able to get inside Earthshaker, hc 
would never bc able to force thc gnomes to his 
will. He quickly rcalizcd thai what hc nccdcd 
was thc mind gem of Earthshaker. With this 
retumed to its position on thc brain deck. he 
could control thc machinc with or without thc 
help of thc gnomes. 

To this end Zhuchamov devoted his ener- 
gies and his fortunc. Now, finally, after Con¬ 
sulting vilc sorccrors, spending vast sums, 
and sacrificing the lives of evil hirelings. Zhu¬ 
chamov has obtained what hc needs: thc 
mind gem of Earthshaker. 

Even while hc was pursuing the mind gem, 
Zhuchamov was planning for thc ncxt step of 
his plan. From the moment he first saw 

Earthshaker, Zhuchamov had his hcnchmcn 
following it from land to land. One by onc hc 
has ordered these hcnchmcn to infiltratc the 
rnadiine. Entering with various tours, these 
hcnchmcn have managed to slip away and 
secretc themselves in different places 
throughout thc machinc. All this they have 
done without revcaling themselves to thc 
gnomes or Milos. Actually, it was casier than 
it sccmcd; thc spaces inside Earthshaker arc 
so vast that a small group of daring souls 
could casily avoid noticc for many months. 


All (hat was rcquircd was patiencc and eun- 
ning. Now Zhuchamov is rcady to strikc! 

The Plan 

Zhuchamov’s attempt to conqucr Earth¬ 
shaker is presented as a scquence of events 
given below. Each step takes placc at a spe- 
cific placc on board Earthshaker and there 
arc set amounts of time that will pass between 
each step. These steps do not take into 
account thc actions of thc player charactcrs to 
stop thc takeover. The scquence of events will 

be followed until it succceds or it bccomes 
obvious that, because of thc player charac¬ 
tcrs, something different must be done. 

The part of thc player charactcrs in this 
stage of the adventure depends entircly on 
thc clcvcrncss and initiativc of thc players. If 
thc player characters, confuscd or simply 

unresponsive, do nothing to stop Zhu¬ 
chamov, he will succccd. To win, thc player 
charactcrs must hunt down Zhuchamov and 
try to stop him—hc will not comc to them! 

During this attack, remember chat Zhu¬ 
chamov wishes to control Earthshaker so hc 

can defeat King Ericall. To do this hc needs a 
complctc, working Earthshaker, not a dam- 
aged, irnmobilc onc. Therefore, hc and his 
hcnchmen will not intcntionally damagc any 
of thc machincry in Earthshaker. If thc player 
characters begin damaging equipment, Zhu¬ 
chamov will bc all the more determined to 
dispensc with them quickly. 

Zhuchamov’s plan is outlined below. It is 
divided into a series of discretc steps. The 

steps will bc carricd out in thc ordcr listed, 
unless the actions of the player charactcrs 
make this impossiblc. Each step lists wherc it 
lakes placc, when it lakes placc, what NPCs 
arc involved, and any special effeets it may 
have on futurc events. 

Again, if the actions of thc player charac¬ 
ters disrupt Zhuchamov’s plan. you as ref- 
crcc must improvise thc most likely response 
for Zhuchamov. Remember that his main 
goal is to gain control of Earthshaker and hc 
will sacrificc anyonc to obtain his goal. Also 
bear in mind that hc is not fully informed 

about thc player characters or their where- 
abouts. Hc doesn’t know what they arc capa- 
blc of until they start demonstrating their 
abilities. 

Step 1: Zhuchamov's Arrival 

Location: Boilcr Deck 

NPC’s Present: Group 1—Schrodt (magic- 
uscr), Ivan (fighter), Voroniev (fighter), Zhu¬ 
chamov (thicf) 

Schrodt, having rcccivcd a signal from 


Zhuchamov. tnagically transports him and 
thc mind gem onto thc boilcr deck of Earth¬ 
shaker. 

Step 2: MovingOut 

Location: Boilcr Deck, Right Leg Deck 4, 
Lefl Arm Deck 19 

Time Elapsed: 1 Tum 

NPCs Present: All 

Zhuchamov. using thc speaking tubes, 
contacts his two groups of agents and orders 
them to preparc to move out. Group 1 (which 
hc is with) is on the boiler deck, Group 2 is on 
right leg deck 4, and Group 3 is on lefl arm 
deck 19. All have orders to rendezous on thc 
command deck. Anyone listening on a speak¬ 
ing tube to Communications from the boiler, 
leg 4, or arm 19 decks overhears this convcr- 
sation. 

Step 3: Action on thc Engine Deck 
Location: Engine Deck ncar Lefl Arm 
Time Elapsed: 3 Tums 
NPCs Present: Group 3 

This group. led by the fighter Dimitri, is 
discovered by thc gnomes near the opening to 
thc left arm on thc enginc deck. This was for- 
sccn and Dimitri, following plans, begins to 
fight a delaying action. Hc does not try to 
break through the gnomes, but kcep them 
occupicd. Meanwhile. Zhuchamov and his 
group await a chance to slip across thc deck 
unnoticed. 

Scveral reports comc in from the enginc 
deck report ing a major attack by hordes of 
unknown cnemics. Later reports give the 

number at 20 to 30 attackers and State that 
they are being containcd, but more help is 
nccdcd to defeat them. 

Step 4: Hostages! 

Location: Living Quarters Deck 9 
Time Elapsed: 1 Turn 
NPCs Present: Group 2 

This group, led by Kurochkin thc Clcric, 
invades Deck 9 at the entranceto the right leg 
and begins taking hostages. The gnomes on 
thc deck usc thc speaking tubes to send an 
alarm to all other decks. After 4 rounds of 
fighting, Kurochkin and his group managc lo 
sccurc the deck. Of the 50 gnome women and 
childrcn on the deck. 20 are capturcd and 
held hostagc. 

Kurochkin uses the speaking tubes to 
demand thc surrender of the gnomes. 
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Although ihc gnomes rcfusc to surrender, 
ihcir morale automatically drops by 3 points 
bccause of the hustage situation. Kurochkin 
and his group set up a barricade in the center 
of the deck. They do not move for the rest of 
the assault, unlcss Zhucharnov is defeated. If 
hc is beaten, they try to fight their way down 
the leg and out of Earthshaker. 

Step 5: Further Gains 

Location: Head Swivel Deck 
Time Elapsed: 3 Rounds 
NPCs Present: Group 1 

Using the diversions creatcd by Dimitri 
and Kurochkin, Zhucharnov manages to slip 
his group across the enginc deck unnoticcd. 
In a sudden assault he capturcs the head 
swivel deck before any alarms are raised. All 
communication with this deck is cut off. 


Step 6: Regrouping 

location: Engine Deck and Head Swivel 
Deck 

Time Elapsed: 2 Rounds 

NPCs Present: Groups 1 and 3 

Having sccured the swivel deck, Zhu¬ 
charnov uses the speaker tubes to ordcr 
Dimitri to break through and join him on the 
swivel deck. Dimitri and his group changc 
from token rcsistancc to a full-scalc attack. 
Unlcss the player characters can stop them, 
they succeed in joining Zhucharnov. 

Step 7: The Final Assault 

Location: Command Deck 
Time Elapsed: 2 Turns 
NPCs Present: Groups 1 and 3 

Zhucharnov and his assort cd villains make 


their final attack on the command deck. The 
gnomes therc, having had some warning, 
make a spiritrd defense but ultimately losc. 
However, in the battic, three of the villains 
(other than Zhucharnov or Dimitri) are slain. 
As refcrcc, you should choosc which three are 
removed. 

Step 8: Earthshaker Unlcashcd! 

Location: Brain Deck 
Time Elapsed: 1 Turn 
NPCs Present: Groups 1 and 3 

In a quick strikc, the villains gain control of 
the brain deck. Zhucharnov places the mind 
gem on the pcdestal. With a groaning stir, 
Earthshaker comcs to life! Zucharnov then 
orders Earthshaker to begin the march on 
Alpha! 
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This section is uscd only if Boyar Zhu- 
chamov has succcssfully placcd ihc mind 
geni in position in the brain room of Earth- 
shaker. If Zhucharnov has been defeated 
before this, these events mil not occur. In this 
case, you should skip this section and go 
dircctly to "The Ambassador’s Audicncc.*’ 

This scction is divided into two main parts: 

Earthshaker In Motion and The Swath of 
Destruction. Read ihc first part carcfully, 
sincc it contains rules and instructions about 
the abilities and effeets an active Earthshaker 
has. After you arc familiar with this section, 
you can play the events deseribed in The 
Swath of Destruction. These events can occur 
in any order you desire. 

Earthshaker In Mution 

When Earthshaker walks, it is not just a 
simple matter of saying it moves from here to 
there; rnany i in port an t events must bc taken 
intoaccount withcach step. The information 
and rules below are used whenever Earth¬ 
shaker is moving. 

Speed 

Earthshaker covers 500 feet with each 
stride and takes onc step every three rounds. 
Hc covers 1,000 feet per minute, 10,000 feet 

per turn (which can be rounded to 2 miles per 
turn), and 12 miles per hour. 

The Stride (When outside Earthshaker) 

Scvcral things occur each time Earth¬ 
shaker takes a step. These arc deseribed 
below. 

Damagc: Obviously, whatever Earthshaker 
steps on is destroyed; 500,000 tons is enough 
to erush anything. When it steps down, ils 
foot sinks into the ground: 5 feet on solid rock 
and 15 feet on normal soil. Because of its 

wcight, it will not even enter soft or marshy 
ground. 

When it takes astride, the bottom of Earth- 
shakcr's foot is raised 20 feet off the ground. 

It is quite possiblc for Earthshaker to step 
entirely over groups of prople or small budd¬ 
ings. However, in areas like forests, each foot 
cutsa swath of destruction through the trecs. 

Moredevastating than this, however, is the 
shock wave that occurs each time Earth¬ 
shaker sets its foot down. The shock wave has 
the effeet of an earthquake spell with a radius 
of 60 fcet and is equivalent to a half-strcngth 
earthquake (small buddings damaged but not 
collapscd, largcr structurcs cracked but still 
rclativcly sound, no cracks in the carth) in a 
radius from 61 feel to 200 feet. 


The Stride (When Inside Earthshaker) 

Just as Earthshaker's footsteps aredanger- 
ous to thosc outside the crcation, the shock of 
the steps also affeets thosc inside the 
machinc. Each time Earthshaker takes a step, 
two things happen inside. First, waming 
whistlcs and bclls automatically sound onc 
round before the step actually occurs. When 
these alarms sound, every gnome grabs the 
nearest sccurc hundhold. Thosc that must 
operate some marhine during the step have 
small hamesses they can clip to a hook. 

When the step takes place, a shock wave 
passes through the entire machinc. AU char- 
actcrs not securcd or holding onto sornething 
arc automatically flung5-10 feet (ld6 + 4) by 
the resulting bouncc. Those that are gripping 
sornething (railing, girder, etc.) must makea 
saving throw vs. Dragon Breath or have the 
same happen to them. Characters (lung 
about suffer 1-6 points of damagc and arc 
knocked off their feet for the ncxt round. In 
addition, there isa 1 in 6 chance the character 
will drop some item he is carrying in his 
hånds. Note that these rules also apply to any 
NPC villains the players cncounter. 

Other Actions 

There arc two other movements Earth¬ 
shaker can make that significantly affeet 
characters inside or outside. 

Bending: Earthshaker has a limited ability to 
bend at the waist, but when it does so, it 

affeets all decks above the waist. Like the 
stride, any bending action is prccccded by 
alarm whistles and belis to wam the gnomes. 
Again, they sccurc themselves as best as pos¬ 
siblc as soon as the alarm sounds. 

When Earthshaker bends, all the affreted 
decks tilt down toward the dircction of the 
bend. If the bend is slight (in your opinion), 
this has no additional effeet cxcept that any¬ 
thing dropped roils in thai dircction. If, how¬ 
ever, the bend is extrerne, characters can 
move across a deck only by ‘climhing’ across 
the floor. This rcquires two hånds and can be 
assisted by ropes, thicf abilities, etc. 

Fighting and spcll-casting arc impossiblc 
for any character not in a wcll-braccd posi¬ 
tion. Characters who slip slide down the 
floor. suffering 1*4 points of damagc per 10 
fcet slid. The character slides 60 feel per 
round until hc runs into sornething or man- 
ages to catch himself. Oncc per round the 
character can make a saving throw vs. Poi- 
son. If successful, hc man ages to grab some- 
thing and stop sliding. This occurs at the end 
of the round (or just before the character runs 
out of space). Thieves, because of their 


climbing skili, can add 2 to the saving throw. 

Falling Over: The most calamitous event 
that can happen for Earthshaker is if it falis 
over. If it falls, it is the last thing Earthshaker 
ever does. 

First. Earthshaker. with all its mass and 
momentum from the fail, will bc destroyed, 
smashed apart at the joints. This in turn will 
destroy the boilers, causing them to explode 
(scc the Key for the effeets of un explosion). 
In addition, the furnacc will split open, 
strewing flaming coals and hot ash all over 
the surrounding arca (and starting a great 
many Ures). 

Second, anything Earthshaker lands on is 
destroyed, as the force of impact drives the 
robot 40 feet into the ground (or 20 fert into 
solid rock). 

Third, all characters inside Earthshaker 
are Uung about violently by the fail. Each 
character must make a saving throw vs. 
Death. Characters who fail the save sufTer 10- 
100 points of damage (Id 10x10) from falling 
machinery, shock waves, fire, minor cxplo- 
sions, clc. Characters who make the saving 
throw still roil Id 10, but suffer onc-half dam¬ 
agc. Everyone inside is knocked unconscious 
for 10-60 minutes. 

Fourth, the shockwave sent through the 
ground will be tremendous. The fall of Earth¬ 
shaker is roughly equivalent to a force of 6 on 
the Richter scale. Everything within 500 feet 

of Earthshaker will bc redueed to rubblc. 
Cliffs will fall, riverbanks split and crack, and 
hillsidcs slide away. Characters on the ground 
will be hurlcd 10-60 feet with tremendous 
force, suffering 1 point of damagc per foot. 
There is no saving throw for this. Again, this 
damagc is in addition to any sufTered from 
the explosion of the boilers Between a radius 
of 501 feet and 1 mile, the entire arca will suf¬ 
fer the effeets of an earthquake spell. Every¬ 
thing beyond this out to a 5 mile radius will 
suffer the effeets of a half-strength earthquake 
spell, as explained above. 

However. for all this. Earthshaker will bc 
pcrmancntly stopped. 

The Swath of Destruction 

The activation of Earthshaker is not an 
automatic event. The simple mind of the 
machinc, trapped inside the mind gem for 
ccnturics, nccds time to restore and reorient 
itself to its body. One turn passes before it can 
regain control of its body. During this turn, 
Earthshaker begins to babble, twitch, and 
make many small, uncoordinatcd move- 
ments. Intcmally, machines start and stop, 
speed up, slow down, and act crratically by 
themselves. The gnomes, suddenly unable to 
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control thc actions of the machine. arc firsi 
confuscd, then frantic, and finally panickcd 
as thcy gradually rcalizc what is happening. 
From this point onward, thc gnomes arc of 
littlc usc to thc party members. 

The mind of Karthshaker is an extremely 
simple thing. It does not have a will of its 
own; rather, it has enough sclf-perception to 
bc aware of all ils inicmal machincs and ils 
surroundings. It rcadily accepts orders from 
thc Master of thc Gem (thc person who 
placcd it on thc pedastal). It will execute these 
orders as faithfully as possible, unless the 
actions would obviously lead to Earthshak¬ 
er’s destmetion. 

However, being pent up in thc mind gem 
for 3,000 ycars has distorted its perceptions. 
What little personality it has is now twisted 
and vengeful. Thus, not only will it carry out 
its evil and dcsiruclivc orders, bul il also will 
cause as mueh random desiruction as it can 
while carrying out its orders. Earthshaker 
will take great primitive delight in demon- 
strating its awesome power. 

Zhuchamov plans to storm Alpha with 
Earthshaker and to do this, hc must first cross 
the dominion of thc player charactcrs. Zhu¬ 
chamov does not intend to destroy thc 
dominion, but as mentioned above, he can- 
not prevent Earthshaker from causing inci¬ 
dental desiruction. 

If the mind gem is removed from thc ped- 
cstal or suffers 10 or more points of damage in 
a single attack, it explodes, causing 10-40 
points of damage to all within a 20-foot 

radius. A saving throw vs. spclls will rcducc 
this damage to half. With thc desiruction of 
the mind gem, Earthshaker immediately 
retums to the control of thc gnomes. (The 
mind gem automatically reforms 1,000 ycars 
after exploding. This is how Zhucharnov was 
able to recover it.) 

1. The Attack 

As soon as Earthshaker starts moving, thc 
troops of Vyolstagrad also begin mobilizing. 
This happens whether thc player charactcrs 
arc present or inside Earthshaker. The first 
conccrn of Rurynva (thc captain of the 
guard) is thc safety of thc town. Hc will sug¬ 
gest (if thc Scncschalis present) or ordcr (if he 
is in command) thai a company of 100 
mounted men ride out and harry Earth- 
shakrr, attempting to lure it away from Vyol¬ 
stagrad. 

The company rides out and manages to 
draw Earthshaker’s attention. Zhucharnov 
dccidcs to make an cxamplc of these troops. 
Booming out threats of dcath and dcstruc- 


tion, Earthshaker pursues thc horsemen, try- 
ing to stomp them flat. This the horsemen arc 
able to avoid. Frustrated, Zhucharnov has 
Earthshaker bend over and bat at them with 
its huge hånds (thc effeets of Earthshaker 
bending over are describcd under "Karfh- 
shaker in Motion”). Doing this, il manages 
to kill or incapacitatc 1-10 horsemen cach 
turn. The horsemen have a morale of 9. The 
horseman continue fighting until all are slain 
or thc company breaks. Bach turn thc horse¬ 
men harry Earthshaker draws the marhine 1 

mile further away from Vyolstagrad. 

By the end of the pursuit, dusk begins to 
fail. Earthshaker is not fitted with any outside 
lights and cannot scc in thc dark. Therefore, 
Zhucharnov will ccasc operations for thc 
night. 

2. The Call lo Arms 

During thc night. while Earthshaker 
stands immobile, ihe army of Vyolsiagrad is 
busy. Again, if the player charactcrs arc not 
present, these actions arc supervised by thc 
captain of the guard. If any player character 
is present, the captain of the guard suggests 
the following preparations. 

First, the captain orders a call to arms, 
mobilizing the peasant levv and stripping all 
thc soldicrs from thc border pat rois. This 
increascs the number of soldicrs available to 
1.500. However. it leaves no patrols on thc 
border, a faci ihal does not go unnolieed to 
Duke Stano's forces. 

Second, using thc spade of digging (found 
in thc BOOK OF MARVELOUS MAGIC) 

and a levy of local peasants, work will he 
started on a pit 10 miles from Earthshaker’s 
currcnt position. This exeavation takes two 
days (48 hours) to completc. When thc work- 
ers arc done, thcy will have a pit 100 * 100 
* 40 feet. Working quickly, thcy cover this 
with a roof of branches, enough to hide its 
prcsencc from thosc on thc command deck of 
Earthshaker. During ihe lime ihcy arc work¬ 
ing. Flarihshaker cannot bc allowed doser 
ihan 5 miles to thc sile or thosc on board will 
bc able to scc thc work underway 

Third, during the night, thc citizens have 
gathered every picce of rope and rable in 
Vyolstagrad and thc surroundingarca. With 
these, 1,000 pcoplc have woven sirong, thick 
hawsers. The troops, under thc cover of dark- 
ness. have crept forward and wrapped these 
ropes around thc legs of Earihshakcr, making 
a spiderweb of thick ropes. Each hawser is 
fastened to a large trcc. The pcoplc hope that 
these ropes will hold Earthshaker here or, 
even betler, tip it over. 


3. Tug of War 

With thc dawn, Zhucharnov and the oth- 
ers aboard Earthshaker discover thc ropes 
that were placcd by thc local population. 
Unknown to the player charactcrs, this prep- 
aration is not enough to hold Earthshaker in 
placc by itsclf. However, there arc two 
results. First, the uncxpcctcd action of thc 
locals has crcatcd some constemation and 
confusion on thc command deck. The guard 
against attack from inside is lowcrcd, giving 
any charactcrs onboard a better chance to 
storm thc command deck. 

Second, there is a slighi chance thai Karth¬ 
shaker can bc tipped over. Allow the player 
charactcrs (rcgardlcss of whether thcy arc 
inside or outside) to make ihe choiccs on this 
operation. There are 20 cablcs wrapped 
around Earthshakcr’s legs, extending out in 
all di reet ion s Only three of the rabies (which 
extend to ihe rear) have any chance of doing 
the job. Available to help pull on thc cables 
arc 1,000 peasants and 100 oxen Each per¬ 
son coums as 1 and cach ox counis as 3 for fig- 
uring the amount of pull on a rope. 

To lip Karthshaker over, the peasants and 
oxen must pull two ropes conncctcd to thc lefl 
foot. Each rope must have a pull valuc of at 
least 600 (from peasants and oxen). In addi- 
lion, all other ropes conncctcd to thc lefl foot 
(10 total) must be cut the instant Earthshaker 
begins its step. If these conditions are met 
exaetly, the peasants will drag thc foot back- 
ward as it raiscs into thc air Expccting to step 
forward, Earthshaker’s body will bc leaning 
forward. The result will be that Earthshaker 
overbalances and fails forward. 

If the conditions above are not met exaetly, 
Earthshaker is not stopped. Instead, it begins 
to march, uprooting the anchor trccs and 
dragging thc ropes along with il. Bc sure to 
describc the tragic conscqucnces of thc scene 
to thc player charactcrs—thc peasants 
thrown violently about by the snapping 
ropes, ihe bellowingof the voked oxen as thcy 
arc dragged bchind, thc heroic desperation of 
ihe peasants as thcy try to cut thc oxen free, 
etc. Remember that if the attempi to tip over 
Earthshaker fails, thc damage it causcs while 
breaking free will be disastrous. 

If Flarthshaker breaks free, it continues its 
march toward Alpha. The pil is on a dircct 
line from Earthshaker’s currcnt position to 
Alpha. Since the work is not done yet. Earth- 
shaker must be diverted from its path for at 
least another day. Have the player charactcrs 
dccide what steps thc forces of Vyolstagrad 
will take lo cfTcct this. Possibilitics induele 
harrying il with riders who try lo fasten more 

ropes to thc legs; setting thc forest in front of 
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EARTHSHAKER TRIUMPHANT! 


it on fire; using magical deviccs and spclls co 
crcatc traps and landmincs in front of it; or 
having the pcasants bribe the operators with 
massive amounts of food and supplics. Zhu- 
chamov, bring slightly mad, is in no particu- 
lar hurry and delights in watching his giant 
machinc destroy anything. Therefore, if the 
playcrs can comc up with a reasonablc plan to 
distract Earthshaker, it will work. 

4. The P.t 

To start this episode, Earthshaker must bc 
lured to the area of the pit. Like distrarting 
Earthshaker, this is basically a matter of 
devising a rcasonable plan. If the playcrs can 
dcscribc an interesting event or action that 
would catch the noticc of thosc controlling 
Earthshaker, the machinc will follow. 

When Earthshaker rcaches the pit. therc is 
a 50% chance that those on board noticc 
something odd about the ground and do not 
enter the area of the pit. This chance can be 
redueed by actions on the part of the pcas¬ 


ants. If pcasants arc on the far side of the pil 
making a demonstration, the chance of notic- 
ing the pit is redueed by 10%. If therc are 
pcoplc actually standing on the roof of the pit, 
the chance of noticing the pit is redueed by 
30%. 

If thosc on Earthshaker noticc the pit, the 
machinc does not step into it and the effort of 

the peasants is wasted. However, if the pit is 
unnotieed, Earthshaker does step into it. 
There is a 70% chance that it fails over (scc 
“Earthshaker In Motion” for the effeets of a 
fail). 

5. Aftermath 

If the above measures fail to stop Earth¬ 
shaker and the player charactcrs inside can- 
not stop Zhuchamov, Earthshaker continues 
its march through Vyolstagrad and beyond. 
The Dominion Confidcncc level drops by 10 
points automatically. Oncc it leaves the 
boundarics of Vyolstagrad, Earthshaker is 
tcchnically beyond the conccrn of the player 


charactcrs. They can, however, continuc 
their attempts to stop Earthshaker. In this 
they will bc joined by the lords of other 
dominions threatened by the great machine. 
Of coursc. there will bcsuspicion and accusa- 
tions against the player charactcrs that they 
are the ones who are controlling Earthshaker. 
Player charactcrs must allay these suspicions 
or leave quickly. 

Regardless of the actions of the player 
charactcrs, Earthshaker will be stopped 
beforc it rcaches Alpha. If the charactcrs do 
not follow Earthshakcr’s path, they cvenlu- 
ally hear how it was defeated and how soinc 
local noble became rich selling the scrap iron. 
If the player charactcrs pursuc, they can join 
forces with other nobles and eventually some- 
one (possibly the player charactcrs, if they 
can comc up with a good plan) will defeat 
Earthshaker. The events that happen in this 
part of Earthshaker’s march are lefl up to 
you, as refcrec. 
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THE AMBASSADØR S AUDIENCE 


The allottcd time has passcd and the 
arnbassadors from Duke Stamtr.il have 
arriver! at yourcouri. Thcy awaii an audi- 
cnce with you tu hear your judgment con- 
rerning Sir Heimgarlson. Outsidc you 
can hear the growing noiscs of a crowd— 
the peasants. gathered outside the gale to 
hear the same judgrnent. 

The heraJd opens the doors and calls 
out. “Sir Vorinice of Stamiral and Sir 
Klytos of the Black Rock, ambassadørs of 
Stamtral." Thcy enter, siriding to the dais 
and stopping abruptly. Thcy do not bow 
or rnake any signs of rcspcct. In stony 
silencc thcy wait to hear your judgement. 


If the player character dccidcs in favor of 
Stamtral on this case. the Confidcncc I«evcl 
of the dominion drops by 30 points. If the 
player character dccidcs in favor of the peas¬ 
ants, the Duke of Stamtral has advised his 
arnbassadors that this will mcan war between 
the two lands. 

However. a crafty player character can 
avert this war in one of two ways. First, if the 
player charactcrs have defeated Zhuchamov 
in his attempt to seize Karthshakcr and have 
not destroyed Earthshakcr in the prexess, 

thcy can usc »t torali the arnbassadors' bluff. 
Of course. the ambassadørs will not bc 
irn presset! unless thcy see Earthshakcr in 
action. Milos, for the help given hirn in 
regaimng Earthshakcr, will gladly give a 


demonstration of its power by tligging a 
channcl and draining the swamp outside of 
town. This work, which normally would take 
months, takes Farchshaker about 3 hours 
I’he arnbassadors will bc suitably impressed. 
Secondly, if the player charactcrs defeated 
and destroyed Farthshaker, thcy can show 
evidente of the prowess of Vyolscagrad by 
pointing out the dcstruction of Earthshakcr. 
The ruins of the machinc also w ill suitably 
impress the arnbassadors. 

If the arnbassadors do dcclarc war, the 
player charactcrs rnust fight it out. Should 

thcy have, for any rcason, Earthshakcr still 
intart, the matter will bc dccidcd quirkly. 

Earthshakcr has enough coal for three days of 
activity. This is more than enough to force the 
Duke of Stamtral to sue for pcacc! 

If the issuc is to bc settled without Karth¬ 
shakcr, the result can bc dccidcd by using 
The War Machinc rules (Dun grim Masters 
Companion, page 12). The Duke of Stamtral 
is Holding 6,000 soldiers. Their rating is Fair 
and their BR is 74. The force is cntircly 
human. The player charactcrs can choosc the 
grolind whrre the battic will be fought (the 
first battic, anyway; the enerny plans to drive 
from the horders of Stamtral to the town of 
Vyolstagrad). 

If the Duke of Stamtral is defeated in rom- 
bat, the Confidcncc Level of the dominion 
rises by 10 points. If the Duke can bc forced 
to make pcacc without going to war, the Con¬ 
fidcncc Level rises by 15 points. 
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THE FATE OF EARTHSHAKER 


As rcfercc, you do nol want chc player char- 
acicrs co concrol Earthshakcr for chc rcsc of 
ihcir lives. Ae the same time, you do not want 
to arbitrarily take Earthshakcr away from 
them. Here arc various considcrations for 
gctiing the giant machinc oui of ihcir hånds. 

Fuel: Currently Earthshakcr has only 
enough coai for ihrcc days of opcraiion. After 
this il is oui of fuel and cannol rnove. Earth¬ 
shakcr rcquircs an enormous ainount of fuel, 
more than the characters can provide in one 
arca. Oncc it is oui of fuel. ihc characters will 
have a hard lime getting enough lo start il 
again. 

Gnomes: First, ihc gnomes will nol coopcr- 
atc with any attempt to shanghai Earth- 
shaker. Sccond, even if ihc gnomes arc 
somehow foreed to work Earthshakcr, they do 
gradually die off. There is a 5% chance per 
week thal a gnome will die withoui a rcplacc- 
ment. The keeper of ihe relic will not irain a 
rcplacemcnt. Each gnome losi gives a 5% 
cu mulat i ve chance that the machinc will fail. 
Oncc it fails, it does not move again. 

Politics: Milos was not kidding when hc said 

hc had powerful friends. These includc King 
Ericall, the Priners of Glantri, se ve ral power¬ 
ful lawful magic-users, and one or two nota¬ 
ble dcrics. All of these peoplc trust Milos 
completely (only after testing him in various 
and magical ways, of coursc) and would 
mueh prefer that Milos retain control over 
Earthshakcr. They know that hc has no ambi¬ 
tion to rule others or interfere in local affairs, 
and he knows they would comc after him if hc 
did. Therefore, by mutuai underslanding, 
this great power is left in Milos's care. Should 
this arrangement bc upset by the player char¬ 
acters taking over Earthshakcr, ihe various 
NPCs would usc every rcsource they have lo 
corrcct the situation. 

Villains: Something as powerful as Earth- 
shaker will attract evildoers of all types. I hcir 


goal is to gain control of the machinc. They 
will do anything nccessary 10 achieve this 
goal. This should keep things lively for the 
player characters. 

Milos’s Departurc 

After the adventurc is over and Earth¬ 
shakcr has done what it can tosel things right 
(repaired damagc, done some civil engineer¬ 
ing, etc.), Milos is rcady to depart. If the 
player characters don't stop him, hc leaves 
the same way hc camc-mystcriously. With 
him goes Earthshaker and the Traveling 
Exhibition of Wonders. His parting words to 
the player characters will be, “Wait until you 
scc what I'll bring ncxt ycar!" 

If the player characters try to stop Milos, 
hc protests greally and fries to get away with 
as mueh of his exhibition as possiblc (includ- 
ing Earthshaker). This action, of coursc, filt¬ 
ers back to Alpha and other placcs, bringing 
all types of pressure down on the player char¬ 
acters. 

Earthshaker Destroyed 

If Earthshakcr is destroyed, (he player 
characters arc stuck with a huge ainount of 
scrap iron in their backyard. Although 
unsightly and unplcasant, this is actually an 
asset. First, dwarves, gnomes, and magic 

users from the arca begin arriving, offering to 
buy various bits of machincry that survived. 
If the site is unguarded, there will also be a 
good dcal oflooling. With guards, the player 
characters can generate 10,000 gp from the 
sale of parts over the coursc of six months. 
Without guards. they cam only 2,000 gp. 

Even after all the useful machincry is 
taken, a large amount of scrap metal still 
remains. Each montb a mcrchant ofTers to 
buy 1-3 loadsof this metal, hauling it away at 
his own cxpensc. Prices paid per load will 
vary from 100-600 gp. There is enough useful 
metal to last one ycar. Alternately, Earth- 


shakcr’s hulk can bc considcred a mineral 
rcsource for one month. 

Finally, the ruins of Earthshakcr will bc an 
oddity, attracting all manner of peoplc and 
crcaturcs. Evil creatures will make lairs in (he 
vast, dark hollows; sages and curiosity- 
scckcrs will comc to scc the great wondcr and 
study it. Each ycar, for the ncxt two ycars, the 
Dominion Confidence Level automatically 
incrcascs by 5 points as the locals bask in the 
glow of all this attention. 

The Return of Duke Nevik 

Scvcral days after the players have finished 
with Earthshakcr, Duke Nevik retums. Hc 

heard there was troublc in his land and has a 
rnugh idea of what happened He hurried 
home as quickly as hc could. 

If the player characters have defeated 
Earthshakcr without letting it destroy his 
lands, Nevik is greatly plcascd. All the player 
characters will bc offered titlcs(knighthood at 
least). In addition, all will bc wclcomc in his 
dominion in the futurc. If the player charac¬ 
ters have also defeated Stamtral, Nevik is 
ccstatic. Hc gives them everything men* 
tioned above and offers a lifc-long trea ty of 
mutuai friendship and aid. He will never 
break this treaty of his own free will. 

If Earthshaker was stopped, but only after 
causing extensive damage, Nevik is unhappy 
but not angry. Hc dismisscs his scncschal 
without blamc and resolves never to leave his 
dominion again. The player characters will 
be assigned the task of repairing the damage 
done, which guarantccs them jobs for scvcral 
months. 

If Earthshakcr laid wastc to the land, 
Nevik is very angry. The player characters 
will bc exiled from the court in disgracc. 
They must leave hastily, since the peasants 
will bc openly rebellious and rcady to tar and 

feather them. 


9128XXX1501 


24 






•im 1»«, Int AU Ror.vf'l 

I - 1 


1 square 10 feet 


Deck 12: 

Lower Furnace D< 


Door 

Machinery 
Ladder 
Steam Pipe 
Cable 
Elevator 


Air Vent 

Girder 

Catwalk 

Stairs to Catwalk 
No Floor 
Coal 

























































































































\U L'l 



Deck 16: Engine Deck 


NOTES 


Deck 2: The enlrance to Earthshaker is through 

door on Deck 1. The ledder down leede to thi 

deck. 

Deck 10: The two ladders on Deck 10 only g 
down. 

Deck 13: The numbers In parentheses () are th 
height In feet of each pile of coal. 


Deck 11: 
Waist Deck 


Deck 13: 
Main Furnace D 









































































































































































1 NAME 

CLASS 

STR 

INT 

WIS 

DEX 

CON 

CHA 

AC 

HP 



Alfonso 

F18 

17 

11 

13 

10 

18 

7 

-3 

88 



^m^rnrn 

T19 

9 

9 

11 

17 

11 

12 

1 

44 



EILm Bartolomc 

C18 

5 

7 

15 

10 

9 

15 

-4 

39 



McVay 

MU18 

7 

15 

11 

12 

6 

13 

3 

27 



■J3S 

MU1 

13 

14 

11 

10 

15 

12 

9 

3 



LKd Tågus 

D12 

16 

11 

9 

14 

17 

8 

-4 

67 



||g Hicra 

E10 

15 

9 

10 

12 

13 

18 

0 

25 



| Milos 

NM 

9 

16 

18 

12 

8 

17 

9 

5 



.Attack Group I: 











Zliucharnov 

T21 

17 

12 

9 

17 

12 

10 

0 

54 



I Schrodt 

MU18 

9 

16 

10 

9 

7 

11 

2 

30 



1 Ivan 

F18 

18 

8 

13 

14 

14 

12 

-2 

72 



Voronicv 

F19 

16 

12 

11 

11 

15 

10 

-2 

64 



pfcrj Altack Group 2: 











Mal Kurochin 

C20 

10 

12 

16 

11 

12 

10 

-1 

41 




F12 

14 

13 

10 

9 

13 

11 

0 

61 



— z, PWHBS 

F14 

17 

9 

7 

11 

9 

7 

0 

44 



Bu Roskosov 

MU12 

9 

12 

9 

8 

7 

14 

3 

15 



: : E3 

T17 

12 

13 

10 

16 

13 

15 

-1 

40 



znESSS 

F10 

18 

12 

11 

9 

17 

10 

0 

50 



I Tuva 

Fil 

16 

10 

9 

15 

13 

7 

0 

45 



Attack Group 3: 











1 Dimitri 

F18 

15 

13 

14 

9 

10 

13 

-1 

60 



Ushankov 

T15 

9 

10 

13 

16 

12 

14 

0 

34 



1 Maggione 

MU16 

12 

15 

9 

7 

13 

12 

2 

21 



Budcnny 

F17 

13 

10 

9 

10 

12 

11 

-1 

45 



NAME 

CLASS 

STR 

INT 

WIS 

DEX 

CON 

CHA 

AC 

HP 

#AT 

DM 

Krazmos 

4HD 







4 

18 

1 

1-8+ 1 

Gryzix 

3HD 







5 

12 

1 

1-8 

Kl Aides 

3HD 







5 

12 

1 

1-8 

Supervisors 

2HD 







5 

10 

1 

1-8 

B^| VVorkers 

1HD 







5 

5 

1 
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Companion Game Adventure 


Earthshaker! 

David “Zeb” Cook 


Into your hånds has been thrust a great respon- 
sibility—management of a growing domain. It 
has been a hard winter. Now, with the coming 
of spring, the populace looks to you for leader- 
ship. It will take a careful and generous hånd to 
restore your subjects* confidence. 

But even as you hold your first courts of the 
new season, an ominous shadow fails across 
the land. Earthshaker—wonder of the world— 
has arrived! Will its arrival be a curse or a bless- 
ing? 

With bold action and skillful diplomacy, you 
may yet divert disaster. But if you fail, the con- 
sequences will certainly be the subject of many 
a minstrel’s tragic songs for years to come! 

Earthshaker includes a complete dominion 
setting, new player characters and NPCs, and 
complete material on one of the greatest 
marvels of the world—the giant and unstoppa- 
ble Earthshaker! 


This adventure is for use with the DUNGEONS G 
DRAGONS Companion set. whieh comple- 
ments the D&D’ Basic and Expert Rules. This 
adventure cannot be played without the D&D 
Basic, Expert, and Companion sets produccd by 
TSR, Inc. 
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